
Discs missing? 

Go see your 
newsagent 
immediately! 
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The only game in the world, 
where even losing is fun! 


EXCLUSIVE REVIEW 


■ PLAYABLE CHEATS CD PLUSES 


ND.Z3 


WORLD EXCLUSIVE 

1GO% UNOFFICIAL NINTENDO GAMECUBE MAGAZINE NEW SHOTS 




2 FREE DISCS 

FREE PLAYABLE CHEATS DISC AND 
EXCLUSIVE MOVIE DVD 
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Alongside Halo in the 
list otXbox Shooters 


Mace Gridin is Halo lor 
Playstation. It’s that good. 


www.pegi.info 


Fight your way through a universe of huge corpo rations 
^(strangej^eligious sects and futuristic gun-slingersS 
Travel ^seamlessly from ground to space tracking V™ ^ 
Ij^unravelling a deep and very dangerous mysteryt^ 
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WELCOME 



IN THE MONTH we finally got 
our fingers dirty on the year's 
most important third-party 
game, Rebel Strike, this is as 
good a time as any to bring up 
the subject of console-exclusive titles. Are they 
a good thing or are they bad? At Activision's 
press day held earlier this month in Edinburgh, 
Rebel Strike was tangibly the game that 
inspired the on-looking press to hoots of 
appreciation above any other. Clearly this is a 
game with massive appeal, so does LucasArts 
regret the decision to go exclusively with 
Nintendo on the franchise, especially 
considering the vastly more profitable PS2 
market and the fact that the PS2 itself doesn't 
have a Star Wars game worthy of the name? 
Games developed exclusively on one platform 
from conception ought of course to take full 
advantage of the capabilities of the console in 
question. Had Rogue Leader been developed 
with a PS2 version in mind, would it have 
turned out to be anywhere near the majestic 
experience it is? Then you've got exclusivity 
deals like the one Sony struck with Konami to 
prevent them releasing the Pro Evolution 
Soccer games on GC in Europe despite 
Winning Eleven 6 FE being freely available in 
Japan. This doesn't help the development 
process in any way, but it convinces more 
people to buy PS2s. 

Another example concerns THQ's WWE 
licence. Rather than developing one game 
across all formats, GameCube gets 
Wrestlemania, Xbox gets Raw and PS2 gets 
Smackdown, all developed independently by 
different teams. One school of thought 


Giver image c LucasArts. LucasArts and the LucasArts Logo are registered trademarks o< Lucasfilm Entertainment Company 
C 2003 Lucafilm Entertainment Company Ltd. or Lucashlm Ltd. & ft or TM as indicated. All rights reserved 


suggests that this way you get three 
different games, each perfectly optimised for 
its own platform. However, pouring three 
times the budget into development of one 
game across formats would surely result in a 
much more complete and balanced product? 

Taken to its logical conclusion, we're back to 
the old argument of whether we'd be better off 
with a single console format The fact is though, 
we need multiple formats to drive technology 
forward. If Sony was the only player in the 
hardware market, what would be its incentive 
to get PlayStation3 out anytime soon? As it is, 
with Xbox 2 planned for 2005 and GameCube 
2 dev kits rumoured already to be in the hands 
of certain privileged developers, things are 
moving along at a good clip. 

With Sony so dominant GameCube needs 
the absolute must-have third party exclusives 
like Rebel Strike and Resident Evil 4, and Xbox 
needs Halo 2. Between them this will give GC 
and Xbox a significant and consolidated share 
of the market which in turn helps hardware 
and software developers alike to push on to 
the next level. 

Roads? Where we're going we don't 
need roads! 

Miles Guttery 
Editor 
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E LEADER III 
REBEL STRIKE 


/|Q The world's first full hands- 
40 on playtest. Cork your bums. 
Star Wars fans! 


PREVIEWS 


IN-DEPTH 


the biggest games blown apart 

Licenses don't come much 
bigger than Star Wars, and the 
greatest Star Wars game ever is 
Gamecube exclusive! 

Rogue Leader III: Rebel Strike 48 

R Racing Evolution 56 


You wanted GTA for the GameCube, 
and you got it... well, almost. Plus 
some card dealing RPG chaos. 

True Crime: Streets Of LA 08 

Baten Kaitos 10 


I action news 


There's no smoke without fire, and 
we're holding all the matches. 
Nintendo news so hot you can cook 
eggs on it! 12 


you ain't seen these, right? 

Activision, Acclaim, and Capcom are 
among this month's big hitters, but 
the surprise hit of the month could 
be Midway's Roadkill. 7 foisted Metal 
for GameCube anyone? 


Resident Evil Code: 

Veronica 40 

Wallace And Gromit 41 

WWE Wrestlemania XIX 42 

Roadkill 44 

Urban Freestyle Soccer 45 

Pitfall Harry 46 


CUBE - Coming at 
Nintendo like a greasy pig down 
the Matterhorn 


ABES 6 
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100% UNOFFICIAL 100% UNBIASED 

THE ONLY MAGAZINE YOU CAN TRUST 



More cheats and challenges, not to 
mention the opportunity to get 
involved in the world's best 
Nintendo magazine. 

Viewpoint 9 

Forum Frenzy 9 

Reader Reviews 9 

Beat the Team 9 

Cheating Monkeys 10 

Action Replay 10 

Guide: P.N.03 10 

Studio Eye: Silicon Dreams 11 

Competition 11 

Fascias 11 

Directory 11 

Horizon 12 

Back Issues 12 

Subscriptions 12 

I Love Nintendo 13 


little screen, big thrills 


More Pokemon action accompanied 
by the usual trumpeting of Pok^fans, 
hamsters in love, and more... 

Hamtaro: Ham-Ham Heartbreak 110 
CG Special Forces: back to Hell 110 
Pokemon Pinball Ruby and Sapphire 111 
Boktai 111 


pp We knew it was fast and we 
Hhknew it was pretty. Now we 
**** know it leaves every other 
racing game sucking eggs in its a 
slipstream. Mind-blowing! 


ADVANCE 


This month we flew 
■ I I across the ocean to 
if U playtest all of EA's 
forthcoming GameCube titles. It's 
good to see that while one or 
two publishers are dropping the 
GC, the world's biggest third 
party remains committed to the 
Nintendo cause. 


REVIEWS 

get 'em while they're hot 


We've been waiting a long time. 

but 

F-Zero GX has finally hit Japan! 


F-Zero GX 

66 
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72 

Mario Golf 

74 

P.N.03 

70 

Madden 2004 

80 

XGRA 

82 

Star Soldier 

86 

Lode Runner 

87 

Kirby Air Ride 

88 

Pokemon Channel 
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^jet with the program 






















It's all well and good reading about the latest games, but 
sometimes you've just got to see them moving to ^ v 
appreciate them, and we can help there too... ^yj 







AUTUMN FUN 

■ As we get further into the year, the 
GameCube's release list gets more and 
more exciting. Check out these videos of 
games you can expect to be playing in 
the next few months: 

METAL GEAR SOLID: 
THE T WIN SNAKES 

FINAL FANTASY: 
CRYSTAL CHRONICLES 

TALES OF SYMPHONIA 


i, A 


ALTHOUGH THEY MIGHT look the same, 
those two little discs are as similar as 
fiddlesticks and a melon. One is a fully 
working Action Replay cheats CD while the 
other is a DVD packed with footage of some 
of the coolest games of the year. The DVD 
will NOT work in your GameCube but will 
work on any standard region 2 DVD player. 


USING THE DUD 


SLAP IN AND PRESS PLAY 


DVD MENU OPTIONS 

Upon inserting the VIDEO disc, you'll see the main menu, from which you can make a selection 


The VIDEO disc will only work in a 
Region 2 or multi-region DVD player, see? 

Insert the VIDEO disc into your Region 
2 compatible DVD player (it won't 
work on a GameCube console) and 
wait for the menu to appear. Then 
simply use the remote control to select 
the game of your choice or select the 
MORE option to go the next page. 


r0945160:il00 


VIDEO DISC FRONT PAGE JUST UKE THE MOVIES CODE JUNKIES DIRECT 

Navigate using your remote control Choose from a whole load of movies Try not to laugh at this guy 


It may be GameCube disc-shaped, but 
sadly it won't work in your GameCube 


TEENAGE MUTANT 
NINJA TURTLES 

BOKTAI 


THE ITAUAN JOB 


WORLD RACING 


ESPIONAGE 


THE SUFFERING 


SPYHUNTER 2 


FREAKY FLYERS 



























USING THE CHEATS 


NEXT MONTH 


Next month is a Star Wars special, as 
we'll be bringing you a whole load of 
World Exclusive Rebel Strike movies. 
There will be other stuff of course, but 
the main focus will be on Factor 5's 
gem of a game. 


THE GAMES... 

« ROGUE SQUADRON III 

• URBAN FREESTYLE SOCCER 

• SOUL CALIBUR II • F-ZERO 

• FIFA 2004 RISING SUN 
« KIRBY'S AIR RIDE » XGRA 


As always, the CHEATS disc also contains a 
cut-down FreeLoader function that will ^ 
enable you to play an import title of our 
choice on your PAL GameCube. This month: 

NAME: MR. DRILLER DRILL LAND 
REVIEWED: ISSUE 17 
SCORE: 8.8 

Namco rolls out its puzzler mascot with this 
colourful and addictive title that will keep 
you up well into the night. Any self- 
respecting videogame fan needs to give this 
generation's Tetris a go at least once, and 
this is the best title to do it with! 




H'H 


then follow the simple prompts 


Insert the CHEATS disc into your 
GameCube and turn it on. Select from 
the on-screen menu the game you want 
to hack and then the cheat or cheats 
you'd like enabled. Follow the on-screen 
instructions and you'll have those 
troublesome titles beaten in no time. 
You can also use the disc to play a 
Japanese copy of Mr Driller on your PAL 
GameCube. 


ON THE CHEATS DISC 


MR DRILLER DRILL LAND 

FREELOADER CODE 
INFINITE LIVES FOR ALL 


ENTER THE MATRIX 

INFINITE HEALTH 
INFINITE AMMO 
INVISIBILITY MODE 
RAPID FIRE 
TEST LEVEL UNLOCK 


LOTR: THE TWO TOWERS 

INFINITE HEALTH 
ONE-HIT SKILL METER 


LUIGI’S MANSION 

INFINITE HEALTH 
CEILING WALK 
END DOSS NO HP 


Simply slap it in and boot up your machine 


JUST WHEN YOU THOUGHT THINGS COULDN'T GET ANY BETTER... 


FREELOADER! 
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The best things in life are free ... 
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240 SQUARE MILES TO EXPLORE 

(branching STORYLINE 


© Mr Miyagi's world-famous athlete's foot 
clinic grew from inauspicious beginnings 



TRUE CR ME S 



© The cars are far more 

V 


detailed than those 
in CTA3 and the 
recreation of Los 
Angeles is very 

ndeed 


© 


Not quite sure 


impressive ind 


qu 

whats happening 
here, but it looks like 
some kind of 
gravitational failure. 
Hold on to your hat! 


THE MORE VUE learn about Luxoflux's 
True Crime: Streets Of LA the more 
excited we get. In Issue 20 we told you 
about the branching storyline that 
means you'll never die (it'll just take the 
story in a different direction), the details 
on Cop Points, the voice actors who'll 
be appearing, the freedom which will 
allow you to explore the whole of LA 
from the beginning of the game, and 
the fact that you'll be able to learn new 
moves in various dojos dotted around 
the city. 

And now we've got even more details 
for you. The most exciting is still the 
freeform nature of the game. Although 
there are only 20 different main 
missions, at times you'll hear news of 





























“THE IDEA IS THAT YOU’LL 


UP FRONT 

TRUE CRimE: STREETS DF LR 


BE ABLE TO CREATE 
YOUR IDEAL HERO” 


►►►► ►►►► 



TREETS OF LA 


crimes being carried out across the city 
through your police radio. Of course, 
you can ignore these and carry on with 
what you're already doing, but if you 
decide to help your fellow cops then 
the option is there. 

What with LA being such a huge 
place you may not get to the location of 
the crime in time, and the risk 
assessment involved in this process is 
prevalent throughout the game. For 
instance, you start off with an extremely 
nice sports car that you can race 
around in all you want. However, 
smash it up too much and you'll have 
to get it repaired, which will cost you. 
Likewise, if you start getting into 
firefights on the roads then your motor 


isn't going to last very long. To combat 
this problem you can always pull a GTA 
and steal a car, but that's not going to 
look very good on your police file. 
Decisions, decisions... 

The customisation of the main 
character Nick Kang is also extremely 
important to the gameplay. The Cop 
Points that you collect by performing 
extra missions (of which there are a 
hundred) can be spent on all manner of 
things, allowing you to learn new 
martial arts, acquire bigger garages to 
keep more cars in, perform repairs, find 
secret missions and unlock more 
weapons along with firing ranges to 
practise in. The idea is that you'll be 
able to create your ideal hero instead of 


sticking to a predetermined character 
with set abilities. Similar to the recent 
Knights Of The Old Republic on Xbox, 
players with a conscience will want to 
stick to the book, doing things the right 
way even if it means their career suffers 
as a result, and those with an evil streak 
will get a kick out of completing 
missions using 'unconventional' means. 

All of these features plus the massive 
play area (pull out a map of LA if you 
don't believe us) are making us salivate. 
There's a chance that this could be a 
huge letdown - the ambitions are 
certainly high - but having enjoyed the 
freedom of games like CTA: Vice City in 
the past we live in hope. Come hmm 
on Activision, you can do it! t* - * : 
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ETRTE 

■ CARD-BASED BATTLE SYSTEM 


■ PRE-RENDERED BACKGROUNDS 


■ HIGH-PROFILE STAFF UST 


■ GORGEOUS LOCATIONS TO EXPLORE 
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“THE ARRAY OF TALENT 
WORKING ON BATEN KAITOS IS 
PRETTY ASTONISHING” 


UH M IUI V I 

BRTEn HRITD5 



AS THE YEAR bums away, the GameCube 
becomes ever more essential to RPG fans. 

Not only do we have Final Fantasy and Tales 
Of Symphonia on the way (as well as 
Overworks' new game) but also, as revealed 
at the recent Monolith Software product 
unveiling, a surprise title. Known as Baten 
Kaitos, this card battle-based RPG looks 
mouth-wateringly scrumptious, employing 
pre-rendered backgrounds behind polygonal 
characters and throwing tons of special 
effects into the mix. You can see just how 
good it looks from the screenshots - notice 
the frosted ice bridge? The amount of 
characters on screen at once? The sprawling 
continent and the giant flying turtle that 
serves as transport? This has to be one of the 
prettiest games ever. 

The story is fairly typical RPG fodder. You 
live on a floating continent, the inhabitants 
of which have evolved into beings with 
'heart-wings' which can only be seen under 
massive stress or concentration. One 
playable character is a 17-year-old male with 
one real heart wing and one mechanical one 
who's out looking to avenge his family's 
death. This kid, Kalas, is one of the very few 
who can communicate with the 'souls of the 
dead' — spirits from another dimension that 
also inhabit the continent. Xelha is the other 
character to have been shown so far. Also 17 
but this time a girl, her mission in life is 
simple — to thwart evil plans — but there's 


more to to her than you may first think. 
Slightly hackneyed story aside, the floating 
continent setting and art direction promise 
an absolutely gorgeous adventure, and 
having Hiroya Hatsushiba on board as a 
director ensures that the battle system will 
be top notch. (Take a look at his resume - 
Valkyrie Profile, otherwise known as the 
mother of RPG combat systems, is on there.) 
We already know that you'll have to select 
your next card before your current action is 
carried out, with an on-screen display 
showing your 'stack' so far. 

In fact the array of talent working on Baten 
Kaitos is pretty astonishing. Some of the more 
famous people involved include director Hiroya 
Hatsushiba (who formerly worked on Star 
Ocean and Valkyrie Profile ), director Yasuyuki 
Honne (of Chrono Cross and Xenosaga fame), 
producer Tadashi Nomura (who's worked on 
Kingdom Hearts and Final Fantasy), movie 
producer Mikitaka Kurasawa (credited on 
Onimusha and Resident Evil), scenario director 
Masato Kato (who's worked on Final Fantasy 
and Chrono Cross) and Motoi Sakuraba has 
provided the music (previous work includes 
Star Ocean 3), so quite a cast then! 

The evidence that this game will be 
nothing short of spectacular is mounting up, 
but we'll have the final verdict in December. 
Until then try not to get too excited. We'll 
bring you any new information as 
it happens. 

















NEWS 


EVERYTHING GOING GOWN IN THE WORLD 
OF NINTENDO, RIGHT HERE, RIGHT NOW! 



NEWS 

CONTENTS^ 
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NEWS HOUND 

Sniffing out morsels of 
reportage and serving 
them up on the silver 
platter otherwise 
known as CUBE 


PAGES 14-15 


BLE 

A full report plus the 
chance to win F-Zero CX 
and an Action Replay. 
Nice - real nice. 

PAGE IB 


BEST OF BRITISH 


A report on two of the 
most promising titles to 
be hewn in Blighty - 
Pillage and Conflict 
Desert Storm 

PAGES BO-SI 


DATA BURST 

Two pages fit to 
bursting point with 
facts, figures, release 
lists, comments, 
quotes. We tell it how 
it is - no messing. 
PAGES SS-S3 


NINTENDO WORLD 

Trans-global news 
mongering and stories 
gathered from the four 
corners of the planet 
called Earth. 


PAGES 24-25 


BREAKING NEWS 

Straight from Japan, 

Nintendo announce 
three new games; Wario 
Ware CC, a new Zelda 
and Donkey Kongl 


PAGES SB-27 


Production Studio 4 have kept the 
xSy third party fires burning brignt 



A SUMMER OF 


A lack of games, delays, cancellations, 
online gaming disappears and 
Nintendo lose the plot... 


BOUGHT ANY GREAT new releases these 
past few months? Nope, neither have we. 
Since the launch of The Wind Waker back in 
early May the GameCube has suffered an 
absolute dearth of new PAL titles worth 
getting. PN03 by Capcom is one of the few 
games that's really managed to cut it recently. 

The situation is similar if you're a 
PlayStation2 or Xbox owner. Summer is 
invariably a slow time of year for videogames 
but for Nintendo and, more importantly, the 
gamers who buy their machines and 
software, a lack of games has been only part 
of the problem. 

Following the news last month that 
Acclaim is ending development of titles for 
the GameCube comes Ubi Soft's 


announcement that Prince of Persia: Sands of 
Time and Beyond Cood and Evil will for the 
rest of year, launch only on PlayStation 2. 
Nintendo of Europe was aware of this 
situation (see interview, right). However, they 
chose not to, or perhaps were unable to do 
anything about this, and now GameCube 
owners will again receive highly anticipated 
multi format titles well after their launch for 
rival consoles. 

Compounding these disappointments is the 
fact that Final Fantasy: Crystal Chronicles will 
definitely not be launching in Britain or 
anywhere else in Europe until at least next 
year. As if the situation needed worsening, it 
seems as though the arcade link-up between 
F-Zero CX and its coin-op counterpart AX is 
unlikely to make it over here, whilst online 
gaming (an admittedly niche use of the 
GameCube) has been indefinitely put on the 
backburner (see last issue). 

So, how have Nintendo responded? By 
issuing threats of legal action against those 
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RED AN ABSOLUTE 
NEW PAL TITLES 
WORTH GETTING” 


The incredible 

. °f 

emon 
continues. Fads 
die out in a few 
months. 
Pokemon is a 
phenomenon! 


CUBE: Why is that the F-Zero GX to AX 
connectivity has been abandoned in Europe? 

SF: The connectivity between F-Zero CX and AX 
is still planned for Europe. 

CUBE: Two of the years most anticipated titles, 
Prince of Persia and Beyond Good and Evil, are 
now coming out only on PS2 in 2003. Were 
Nintendo aware that Sony were seeking these 
games as exclusives? 

SF: Yes we were aware of the situation 
regarding these titles. 

CUBE: Does Nintendo have any plans to 
secure any similarly high profile, multi format 
games, as exclusives for GameCube? With the 
delay to Final Fantasy: Crystal Chronicles what 
have GameCube owners got to look forward to at 
Christmas, any surprises? 

SF: Yes we have a very exerting software line up 
for Christmas including exclusive games such as 
Star Wars Rogue Squadron 3: Rebel Strike 
(Activision), Billy Hatcher's Giant Egg (Sega), 
Viewtiful Joe & P.N.03 (Capcom) and Metal Gear 
Solid (Konami). Add to this games such as Mario 
Kart Double Dash, F-Zero GX & Pikmin 2 and we 
have one of our strongest ever GameCube 
software line ups this Christmas. 


DISCONTENT 


who were making amends for their lack of 
games! It's hard to believe, but importers 
selling copies of Pokemon Ruby and 
Sapphire and Advance Wars 2 were issued 
with cease and desist orders (ie stop or get 
sued) while at the same time other import 
retailers selling the likes of F-Zero, Viewtiful 
Joe and Mario Golf faced having to sign 
agreements ensuring they won't sell games 
from abroad if they want to continue selling 
official Nintendo products. 

Call us naive but surely the opposite 
should be happening. Allowing gamers to buy 
whatever games are available for their 
machine keeps buyers happy which in turn 
spreads word of mouth about how good the 
console is (import games don't tend sell if 
they're crap), hiding the lack of PAL games 
and encouraging rather than dissuading more 
GameCube sales. 

Unfortunately this isn't the Nintendo way of 
doing business. No wonder then that some 
high street stores in the UK are selling off 


GameCubes at a considerable discount with 
little intention of restocking or giving more 
floor space to Nintendo. 

Disappointing though it is to have to 
relay the shortcomings of a great 
developer and manufacturer, next 
month at least - and the year 
ahead - things should take a 
turn for the better as we bring 
you the exclusive scoop on 
Nintendo's showing at the 
European Computer Trade Show 
(ECTS) in London. Next issue 
expect the low down on the 
full - and potentially brilliant 
- Christmas line-up whilst 
apparently there's also some 
brand new and improved version 
of a kart game being shown — 
something about four player link up, 
multiple screens, goes by the name of 
Double Dash - we'll keep an |““ 
eye on it for you... 


IN THE CUBE WITH... 


SHELLEY FRIEND 
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“WE ARE, 
WHETHER 
SONY 
RELEASES A 
NEW PRODUCT 
OR NOT, 
PREPARING 
FOR OUR 
FUTURE” 

Nintendo president Saturo 
twata, in bufcsh mood 
dismissing the significance of 
Sony's handheld, the PSP 


You want it - we've got it! 


© Early on in the game you get the chance to 


spray-paint your friend Mog! 


Remember the Moogle Stiltskin from f/no/ 
Fantasy IX? Well, we've just met up with the 
furball in Crystal Chronicles. He's been up to his 
usual tricks, running around completing missions 
of his own accord, slaying beasts and turning up 
with special items, which we've had the 
opportunity to buy, but we've just found 
something even more eciting - you can cut and 
blow-dry your friend Mog^ StarFox Adventures- 
style fur to your heart's content and even colour it 
in with spray paint! At the time of going to press 
we've got no idea what the point of this is, but 
we suspect it's just one of those things that the 
team came up with when they were drunk one 
night Whatever the case though, we can't wait to 
show off our graffiti on the poor unsuspecting 
Moogle. Find out more in our full 
review next month. i - 


FINAL FANTASY* 
CRYSTAL CHRONIC 



© She may be 

jumping for my in 
Japan, but sne 
cartainly won't be 
sampling the 
delights of a 
British winter 
anytime soon 


CRYSTAL 

CHRONICLES 

DELAYED! 

As we predicted back in 
issue 21 FF: CC won't, 
despite Nintendo's 
previous claims, be 
launched over here by 
Christmas. Originally 
pencilled in for a US 
release on 8 November 
this year, Final Fantasy: 
Crystal Chronides has 
officially been delayed. 
Launching instead on 4 
February 2004 in the 
States. The knock-on 
effect of this delay is 
that us British gamers 
certainly won't be 
playing Crystal 
Chronides by the end 
of the year. In fact 
we're reluctant to even 
speculate as to when 
Square-Enix's RPG will 
make it to these shores, 
as any European 
release requires the 
time-consuming task of 
translation into around 
six languages - 
German, French, 
Spanish, Italian etc. 

Bearing in mind that 
Nintendo ran TV adverts 
promoting Crystal 
Chronides as part of the 
GameCube line-up 
during Xmas 2002 this 
delay seems especially 
hard to take. What? Who 
said the word 'import.' 


Masahiro Sakurai, the director of 
Smash Bros, has left first party 
developer, HAL Laboratory. Allegedly 
he was unhappy with Nintendo's view 
of what the company should be 



“[ONLINE] IS 
THE NEXT LOGICAL 
STEP FOR THE 
FRANCHISE” 

Julian Eggebrecht CEO of Factor 5 



SONY STEAL OUR GAMES! 


Sands Of Time and Beyond Good 
And Evil only on PlayStation 2 



© Beyond Good and 
Evl\ will now be 
released at an 
unspecified date 
next year as Sony 
have secured it as 
as 2003 release for 
PlayStation 2 only 


Two of this years most promising and 
anticipated games have been nabbed as 
PlayStation2 exclusives by Sony. Ubi Soft's 
Prince Of Persia: The Sands Of Time and 
Beyond Good And Evil will now launch only on 
PlayStation2 during 2003. Such news isn't as 
painful as it might seem as both titles will still 
be appearing on the GameCube, only at an 
undisclosed date in 2004 - probably by Easter. 

As an explanation of why this has happened, 
bear in mind that Sony have, on the back of 
this short term deal, pledged "an 
unprecedented marketing support behind both 
these titles", meaning, that when Sands Of 
Time and Beyond Good And Evil are launched 
they'll be receiving far more publicity and 
exposure than Ubi Soft might manage or afford 
by marketing the games themselves. Which in 


turn, means the games are likely to sell 
extremely well earning Ubi Soft lots of cash, 
simultaneously generating further interest and 
hype for these titles before they appear on 
other consoles, hence earning Ubi Soft 
maximum revenue. 

Compounding our disappointment about 
this delay, but also making us glad we import, 
is the fact Sony has scooped this exclusive in 
PAL (ie European) territories only. So, if you 
own a Freeloader or an NTSC GameCube then 
both these games will be available to buy on 
import from America. Sands of Time is 
available in the States on the 4 November 
whilst BG&E will launch on the 11 of the same 
month. Both titles are looking really top notch, 
with Prince of Persia in particular 
stoking up a lot of interest at E3. CUBE 



































SPIDER-MAN 2 

Spins a web, any size, catches 
thieves just like flies... 


Although 
early on in 
development 
Spidey 2 
seems 
decent. 


Spider-Man, Treyarch's 
first attempt at an 
arachnoid-themed 
platformer was lame, 
so it's pleasing to 
report that this sequel 
is shaping up nicely. 
Coinciding with the 
release of the movie 
in 2004, Spider-Man 2 
sees long limbed 
Doctor Octopus play 
the villain as Peter 
Parker goes about his 
friendly 

neighbourhood 
business of catching 
crooks, slinging webs, 
swinging from 
skyscrapers and doing 
whatever a spider can. 

Gameplay 

developments so far 


seem good: camera 
work is fluid, 
navigation is easy, 
your Spidey sense is 
useful, the bullet¬ 
time sections work 
fine and Spidey 
himself is brilliantly 
agile and acrobatic. 
Missions-wise, 
there's a range of 
objectives such as 
helping out citizens, 
foiling bank jobs 
and we suspect, 
quite a few run-ins 
with The Lizard on 
account of his 
teaming up with Dr 
Octopus. We'll have 
more next issue so 
keep your spidey 
sense tingling. 





EXCLUSIVELY 

YOURS 

It's becoming a common 
practice for some of the most 
sought after games to launch 
exclusively on a particular 
platform although only for a 
limited time. For example, 
Microsoft no doubt aware 
that Splinter Cell would 
ultimately go multi-format 
still advertised the stealth- 
'em-up as exclusively 
available for Xbox. Expect 
Sony to send a similar 
message at the time of UK 
launch of Sands Of Time and 
BG&E in November. And 
what of Nintendo's third- 
party exclusives? Well, there's 
always Charlie's Angels'. You 
may not know this but 
Charlie's Angels (a 
shockingly dire excuse for a 
game) debuted exclusively 
on GameCube in America 
last month for a period of 
half a year. The PS2 version 
comes out in 2004. 

Nintendo, we salute you! 



GUTTED: 
UNK UP 

GX to AX compatibility 
no longer viable 



: F-ZERO 
CANNED 


OUR SOURCES IN the coin-op industry 

have informed us that the link-up between 
the home version of F-Zero ( GX) and the 
arcade iteration (AX) will not be supported 
in Europe. Although initially touted as 
another aspect of Nintendo's unique 
connectivity niche, the ability to transfer 
game data from your GameCube memory 
card by plugging it into the coin-op seems 
set to remain an option only for Japanese 
and US gamers. 

Part of the reason behind this 
disappointing news is that the arcade market 
is considerably less lucrative over here, 
making the cost of incorporating link-up to 
the machines financially unviable for the 
likes of SEGA and Nintendo. 


© Arcade link¬ 
up seems 


up seei 
like it won't 
happen but 
you can still 
unlock all of 
the coin-op 
tracks 


@ by finishing 
everything on 
Master mode - 
if, that is, 
you're good 
enough! 
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MISSION IMPOSSIBLE 


Atari woos us with a 
peek at its new sneak- 


em-up 




ALTHOUGH NOT A tie-in with the upcoming 
Ml:2 movie, Operation Surma as it's subtitled, 
contains much of the level design and scenarios 
you'd expect from an Ethan Hunt adventure. You 
Creep. You lurk. You choke. You shoot and yes, 
you dangle from a wire. 

Story-wise the territory is also familiar: a 
European villain called Simon Algo is using a virus 
called the Ice Worm to steal military secrets and 
weapons from the west. The IMF's own database 
gets hacked and your mission - should you 
choose to accept it - is to track down an enemy 
that knows your greatest secrets and hence your 
weaknesses. 

Essentially Atari's answer to Splinter Cell - 
Ethan uses not only similar weapons but also 
moves, shimmies and even does the splits like 


Sam Fisher. There are however, some moments 
of novelty being developed. By using your 
binoculars that double as a camera you can take 
pictures of guards and other characters, send 
them to Q-alike Luther (voiced by Ving Rhames) 
and have him make up mask disguises for later 
use in infiltration. 

Mission Impossible is being put together by 
Paradigm, the code shop that developed the N64 
original. While that game was an unsightly 
mishmash of genres, the CameCube version, so 
far at least provides a much better gameplay 
focus. Considering the extent to which the game 
draws inspiration from the massively successful 
Metal Gear Solid and Splinter Cell games, Mission 
Impossible won't go undetected for very| 
much longer. 


Ever wondered 
why night 
vision goggles 
turn the whole 


screen greei 
when they 
only cover 
your eyes? 



flip 

JoWj 


Copies of Resident Evil 0 


F-ZERO GX ACnONREPLAY! 


Stuff 
waiting 
until 
October 
for F-Zero 
- you can 
win it 
right now! 


OK/rt f! 
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UNLEASH THE POWER• BUTT TNI OAHC' 


question. Post your replies, along with where 
you live, to the usual address marking your 
envelope, u F-Zero Compo": 


WHAT WAS THE NAME OF THE FAMOUS 
SNES GRAPHICAL TECHNIQUE EMPLOYED BY 
THE ORIGINAL F-ZERO? 




OUR MOST TRUSTED supplier of Japanese 
only games, jpngames.co.uk, is offering one 
lucky reader the chance to win F-Zero GX\ 
Oh yes. And to let you play import games 
on your British GameCube, Datel is 
throwing an Action Replay in to the bargain! 
To win answer the following simple 


380,000 




18,000 


MEMBM 
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h SEPTEMBER 2003 VOUCHER 


VOUCHER 


i WHEN YOU BUY 
I A COPY of a 
f CAME BOY 

ADVANCE CAME at 


GAME 


ONLY ONI VOUCHER MAY BE USED PIR TRANSACTION AND IS 
ONLY VALID AGAINST THE PURCHASE OF ANY ONI Of THE 
FOLLOWING GAME BOY ADVANCE GAMES STREET FIGHTER 
ALPHA S, RAYMAN 3. TOM CLANCY'S SPLINTER CEU. LARA CROfT 
TOMB RAIDER: THE PROPHECY <X TOCA WORLD TOURING CARS. 
PLEASE PRESENT THIS VOUCHER IN STORE 
OFFER NOT AVAILABLE ONLINE. _ 


TERMS AND CONDITIONS 

T. OFFER ONLY VALID ON REDEMPTION Of THIS VOUCHER WHICH 
CANNOT BE USEO IN CONJUNCTION WITH ANY OTHER VOUCHER 
OR PROMOTION 

2. VOUCHER IS REDEEMABLE AT ANY GAME STORE IN THE UK 
X VOUCHER VALO UNTIL 30tfi SEPTEMBER 1003 OR WHILE STOCKS LAST 
A VOUCHER IS NOT RECOVERABLE 


GAME BOY advance 


FIRST PLACE FOR GAMES - 




















Crazy Taxi 
meets 
Grand 
Theft Auto 


k Hit & Run 
promises to 
be far more 
involving 
than the 
rather naff 
Road Rage 




THE SIMPSONS 
HIT & RUNH 



© Is it normal for eight-year- 
old girls to dress Rke that? 


Disappointingly Matt Groening's other 
animated series, Futurama, which we looked 
at last issue has been cancelled. Progress on a 
second Simspons title for the GameCube is 
well underway however. 

As is becoming increasingly common for 
cartoon tie-ins, The Simpsons: Hit & Run 
features all the characters you remember from 
the series voiced by the genuine actors 
themselves. Scripting these outbursts of "Doh", 
"To alcohol! The cause of... and solution to all 
of life's problems!" etc, are the award-winning 
writers from show. 

Story-wise Hit & Run is a parody of 
Halloween themed TV episodes. Strange 
happenings are occurring in Springfield and 
Homer, noticing a black van parked outside 


his house, goes to investigate. Cue car chases 
and exploration. As the Halloween episodes 
are generally a lot more bizarre than the usual 
ones, the developers have been given free 
reign to make each of the 50+ driving 
missions entirely surreal. 

In terms of gameplay, Hit & Run is 
essentially Crazy Taxi meets Grand Theft Auto. 
Although you start as Homer you'll also play 
as Bait, Apu, Marge and Lisa in and around 
locations such as the Kwik-E-Mart, the Power 
Plant and the Simpsons' family home. 

Hit & Run also features a four-player mode, 
unlockable extras and pick-up's from all 14 
seasons of the show. 

The Simpsons: Hit & Run hit's the 
UK at the start of November. 


m ^ JL . a 1 
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The 

Simpsons 
always look 
a bit odd in 
3D, dontcha 
think? 


Based on the 1963 film starring Steve McQueen, 
SCI's POW camp break-out is being ported to the 
GameCube. Appropriately enough The Great 
Escape is due for release on Boxing Day, a time 
when it's invariably on TV anyhow. 



Games sold by Nintendo Japan 


4.59 MIIUON 
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Teeing off for 2004, 
Tiger's looking good 


' 

4V'' 




EA return 
for another 
season with 
what could 
be the best 
golf game 
of all time 


© All new custom options 
let you tailor your character 


With the release - Stateside at least - of 
Mario Golf: Toadstool Tour, Nintendo has 
cornered the market in cutesy and sublimely 
playable golf sims (see review p74). However, 
if it's pro-endorsed realism you're after, Tiger 
Woods 2004 should be all you need. EA's golf 
game is not just an alternative to the plumbers 
exploits but should turn out to be the 
GameCube's best re-creation of the 
gentleman's game. 

As ever with EA, the emphasis of this update 
is basically more of the same only better. 

Seven new courses are present, both real and 
fantasy, along with even more professional 


golfers, extra modes and unlockables. 

The biggest addition however is the ability to 
fashion your very own face and body in the 
Create-A-Golfer feature. Using this option you can 
play a genuine 52-week long PGA tour where, in 
accordance with the GameCube's internal dock, 
tournaments are playable according to the time 
of year. 

Considering that Tiger Woods 2003 scored 9.0 
back in issue 14 and that this version should be 
even better, it goes without saying that if you've a 
soft spot for golf games this latest offering is nigh 
on essential - especially since its out over here in 
September, months before Toadstool Tour. 















































AVAILABLE TO BUY ON » 

FROM GAME IB.08.03 


FOR YOUR NEAREST STORE CALL 0870 7502741 OR VISIT WWW.GAME.UK.COM 

www.manga.co.uk 
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ILLAGE 

From the makers of 
Wetrix comes a mix of 
real-time strategy and 
turn based combat... 



IN THE CUBE WITH.. 



JOHN PICKFORD 


POSITION: COMPANY FOUNDER 
COMPANY: ZED TWO STUDIOS 


EARLIER IN THE MONTH :ube caught 

up with John Pickford of Manchester based, Zed 
Two studios to talk about Pillage. John founded 
Zed Two with his brother John and has worked 
on games since the days of the ZX Spectrum. 

CUBE: What features are you most proud of 
in Pillage ? 

JP: Probably the enemy Al. It's not the 
cleverest Al in the world and certainly not the 
hardest to beat but it behaves in a very natural, 
human-like way. The enemy never cheat and 
they have no secret information about where 
your party are. If they can't see you they don't 
know where you are. This means it's possible to 
trick them by showing yourself and then circling 
behind a building. The enemy also talk to each 
other, comparing notes on player locations. This 
is represented both visually and with voice 


samples in the game. It's really creepy to be 
spotted as you move past a gap between 
buildings and see/hear your location being 
relayed amongst all the enemies. 

CUBE: Can you sum up what Pillage is like 
to play - what's its gameplay hook? 

JP: I could compare it to games like Vandal 
Hearts or Advanced Wars. It's actually a simpler 
game than both of those, but far more 
immersive and intuitive. By placing you into the 
fully deformable 3D environment with direct 
control of your party it feels a lot less abstract 
than most strategy games. We've been careful to 
avoid menus and stats where possible and 
design the simplest interface possible. You won't 
need to read the manual, but there is still plenty 
of depth in there. 

CUBE: How do you think Pillage will 
compare to other acclaimed action strategy 
games? 

JP: I've no idea. We've made the game we set 
out to do; and that in itself is an achievement 
The one upside of not having a publisher 
involved is that the finished (almost!) game is 
really close to our original concept, no 
compromises at all. 


CUBE: Will there be any GameCube 
exclusive features such as link up? 

JP: Nothing planned at this stage. 
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Aarpphh!! I must resort 
to my special Lukemon 
. powers... 4 


Miles can t believe his lock — its a rare Lukemon!! 


OFFICE 

MOMENTS 


You've pot 
to weaken me first 


dumb ass! 




With the arrival tf 
P»kean®r. Channel, 
Miles has decided ta 
\tallc the arduaus 
path ®r the Pekewer. 
Trainer. He has wuch 
ta learn... 


Is Miles experienced enough to catch it?? 



*007 HUOKIP 
MUD FISH POKeHON 
HT I’M” 


1 t-.-.v: I 

In wter, HUOKIP breathes using the 
gills on its cheeks. 

If it is faced with a tight situation in 


REPLAY 


DATEL HAS LAUNCHED an Action Replay 

designed specifically for use with the GBA 
games, Pokemon Ruby and Sapphire. As an 
added extra to the 3,000 cheats already 
supplied, this cheat cartridge has the ability to 
connect to a PC. By using the included USB 
cable gamers can download the latest codes 
direct to their handheld, avoiding the need to 
type in cheats. Transfers can also be made 
between PCs. Again by using the USB cable, 
game saves can be e-mailed to friends. The 
Pokemon Ruby and Sapphire Action wh 
R eplay is in stores now for £19.99. CUBS 


Pocket 

monster 

pokes... 



















































This sequel has an emphasis 



IN IHi CUBE WITH... 



^■3 

TIM CHAPMAN 


POSITION: SOFTWARE ENGINEER 
COMPANY: PIVOTAL 


CONFLICT D ESERT 
H STORM II^H 



AS SOMETHING OF an unexpected sleeper 
hit - a game that loads of people bought well 
after its initial release date (gung-ho Yankees 
alone bought half a million copies of the 
original) - SCI have understandably been keen 
to make another Conflict Desert Storm . 
Although, only now has it been confirmed for 
the GameCube. 

As you'd expect from a sequel to a popular 
game, Conflict Desert Storm II keeps the same 
cast (you've still got command of a rifleman, 
sniper, demolitions guy and medic) the setting 
is still Baghdad circa 1991 but like all good 
updates, there's a lot more bang for your buck. 

One of the most noticeable improvements 
we've seen so far is a move towards guerrilla- 
style gameplay - much of the armed combat 
takes place at closer range and locations are 
more urban than desert. Enemy character 
models are similarly tweaked, featuring many 


Back to the 
frontline 

more head and body types, a new look that's 
complemented by the fact that under their 
virtual skin the guys you fight against are no 
longer such grunts. Whereas previously, the 
enemy acted too much like sitting ducks, your 
adversaries now react realistically, switching 
targets and retreating under heavy fire. Plus, 
thanks to rag doll physics, they look better 
snuffing it. 

Visually, while the original was grainy and 
workman-like, the sequel comes rendered 
with better textures, higher definition and a 
greater view to the horizon, lessening 
fogging and pop up. Like much of the work 
on this latest military-themed shooter, the 
graphics are simply better as opposed to 
stunningly improved, but this honing of the 
original's enjoyable mix of strategy and 
action means SCI should have 
another hit on its hands. 


CUBE: How did you first 
get into the videogame 
industry? 

TC: My first job was at 
Rare - I've been a fan of 
their games since Sabre 
Wuff on the BBC Micro. 

From there I moved to 
Pivotal where I helped 
enhance the original 
Conflict: Desert Storm for 
GameCube. 

CUBE: What are your 
top three games of ail time? 
TC: Super Monkey 
Ball, Quake and Super 
Mario Kart. 

CUBE: What new 
features, moves, 
vehicles and weapons are in 


this sequel 
TC: The missions are 
more tightly designed to 
keep the pressure on the 
player. Coupled with faster 
Al, more realistic 
environments and real-time 
character physics, the game 
becomes a much more 
nerve-wracking experience! 

CUBE: Will there be any 
multiplayer features such as 
LAN, hidden extras or GBA 
link-up in the GameCube 
version? 

TC: The GameCube 
version supports 
simultaneous four-player co¬ 
operative mode, and for die¬ 
hard players there's always 
Extreme difficulty to unlock. 


If one of your 
squad dies in 
combat he'll be 
replaced, but 
wnoever takes 
his place won't 
have comparable 
skills 


"ONE OF THE MOST NOTICEABLE 
IMPROVEMENTS WE’VE SEEN SO FAR 
IS A MOVE TOWARDS GUERRILLA- 
STYLE GAMEPLAY” 
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UK RELEASE UST 

the gaming radar 



CUBE'S at-a-glance guide to the most interesting blips on 

GAME 

GENRE 

PUBLISHER 

RELEASE DATE 

ANTICIPATION 


Racing 

Acclaim 

August 22nd 

***★ 

P.N.03 

Shoot-'em-up 

Capcom 

August 29th 

★ *★* 

Dead To Rights 

Action Adventure 

EA 

August 

★ ** 

True Crime: Streets of LA. 

Action Adventure 

Activision 

September 19th 

★ **★ 

Dragon's Lair 3D 

Platform 

THQ 

Q2 2003 


Mace Griffin Bounty Hunter 

FPS 

Vivendi 

Q2 2003 

★ ★★ 

Tom Clancy's Rainbow Six: Raven Shield 

Strategy 

Q3 2003 

Ubi Soft 


Harvest Moon 

Life Sim 

Ubi Soft 

October 3rd 

★ ★★★ 

XIII 

FPS 

Ubi Soft 

October 17th 


| Pikmin 2 

Puzzle Adventure 

Nintendo 

November 


I F-Zero GX 

Racing 

Nintendo 

November 

■Ejm 

1 Soul Calibur II 

Beat-'em-up 

Nintendo 

Q3 2003 

***** i 

Starcraft: Ghost 

Action Adventure 

Vivendi 

Q3 2003 

★** 

The Hobbit 

Action Adventure 

Vivendi 

Q3 2003 

★* 

Worms 3 

Puzzle 

Activision 

Q3 2003 

*★* 

1 1080°: Avalanche 

Sports 

Nintendo 

November 

***** 1 

I Mario Kart 

Racing 

Nintendo 

November 

***** 1 

| Prince Of Persia 

Platform 

Ubi Soft 

November 14th 

***** I 

Beyond Good & Evil 

Adventure 

Ubi Soft 

November 21st 

*★★★ 

Terminator: Rise Of The Machines 

FPS 

Atari 

November 

★** 

■: n in s m d.? H fJ »!• ft i 

Platform 

SEGA 

Q4 2003 

***** i 

SSX 3 

Sports 

EA 

Q4 2003 

★★★* 

The Hobbit 

Action Adventure 

Vivendi 

Q4 2003 

★** 

| Mario Golf 

Sports 

Nintendo 

Q1 2004 

***** i 

| Final Fantasy: CC 

RPG 

SquareSoft 

Ql 2004 

***** | 

Mario Party 5 

Party 

Nintendo 

Ql 2004 

★★★* 

Nintendo Puzzle Collection 

Puzzle 

Nintendo 

Ql 2004 

***★ 

Kirby's Air Ride 

Racing 

Nintendo 

Ql 2004 

*★★* 

Star Fox 2 

Shooting 

Namco 

Ql 2004 

*★** 

Paper Mario 

RPG 

Nintendo 

Ql 2004 

*★** 


IMPORTANT DATES... 


. ..for those who don't want to wart. When you know 
what they get up to abroad, the life of a PAL gamer 
seems cack. 


JAP RELEASE DATES 

^nyHatcheT^^^^EC^ 




Mario Golf: TT 

Nintendo 

Sep 5th 

Final Fantasy: CC 

Square-Enix 

Nov 8 

Pokemon Colloseum 

Nintendo 

Nov 21 


US RELEASE DATES 




“IF IMPORTING 
IS LEFT ALONE IT 
COULO SPIRAL 
OUT OF 
CONTROL AND 
HARM SALES” 

Andy VWBiams, Nintendo's UK 
general manager 


After strong sales of 
Ruby and Sapphire, 
Nintendo defend their 
decision to crack down 
on retailers selling 
import copies of 
Advance Wars 2 


BILLY HATCHER NINTENDO PUZZLE COLLECTION 


SOUL CALIBUR II 


TERMINATOR 3 


TRUE CRIME 


the games that keep us awake at night! 



As the pad-biting difficulty of Capcom's Viewtiful So bored was Byron of waiting for Camelot's Chandra's been playing Crystal Chronicles all 
Joe becomes a painful/enjoyable distant next golf game that he went back to playing the month, however, to give you his definitive 

memory, in rolls SEGA and Nintendo's F-Zero GX N64 version, developing a severe addiction to review he says he needs more time with it So, 

waving its criminally testing story levels and a the speed golf mode. He doubts anyone can full review next issue and Chandra's got a 

whole new world of hurt. Lovely. beat his 10 mins 45 secs on Toad Highlands. perfect excuse to keep on playing. 


DATA BURST 


US Wind Waker sales 

1.10 

MILLION 


US Ocarina Of Time Sales 

3.54 


MILLION 


US Crusin’ USA sales 

1.48 

MILLION 


Figures coned as of Jul 2003. 
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© CUBE team 
opinion is 
split but 
Byron and 
Cary think 
Microsoft's 
Halo was the 
game of 2002 


GAMECUBE CHARTS 

WEEK ENDING 8 AUGUST 8003 

Sonic Adventure DX still holds the top spot as Enter The Matrix dips, 
giving way to another best-selling appearance by Super Smash Bros. 
Melee. Elsewhere it seems some people have fallen prey to 
sunstroke as Wreckless actually moves up a few places! 


REALITY BYTES I UK CHAR! 


I I I llll II ll■llllll II 

ChartTracA: 


CUBE chomps 
at the bit... 

FANBOYS. WHAT ON earth is it all about. 

huh? All the CUBE team have grown up 
playing Nintendo games — that's why we do 
this job - but we don't stop there. After all, 
this hobby is all about games, not hardware. 
Visit the CUBE office of a lunchtime and 
you're just as likely to find us playing Halo on 
the Xbox or Virtue Fighter 4 on the PS2 as you 
are to find us enjoying Mario's latest 
adventure. Every month we get letters 
proclaiming love for Nintendo, which is fine, 
but then they go on to vituperate Sony and 
Microsoft. Why? Sony revitalised the market, 
bringing gaming to the masses with stylish 
looks and marketing which in turn brought 
certain genres into the hands of those who 
would never have considered them before. 
RPGs didn't get a look in in PAL territories 
until Final Fantasy VII, for instance. Microsoft 
have provided a console with massive 
horsepower. Expensive, yes but as developers 
get to grips with it expect some hugely 
important games to arrive. So calm down, chill 
out and enjoy games for what they are. 



All information is compiled by ChartTrack and is the strict copyright of ELSPA (UK) Ltd 


When final 
Fantasy was a 
Sony only 
affair we still 
played it 
Obviously. 


Virtua fighter 
4 is a regular 
fixture in 
CUBE'S 
lunchtime 
roster 


POS 

LAST 

TITLE 

PUBLISHER 

SCORE 

1 

1 

SONC ADVENTURE DX: DffB£TDR*S CUT 

SEGA 

6.1 

2 

2 

THE LEGEND OF ZELDA: TWW 

NINTENDO 

9D 

3 

3 

WAR10 WORLD 

NINTENDO 

6.2 

4 

2 

WWE WRESTUMANtA X8 

THO 

6.7 

5 

NEW 

MEDAL OF HONOUR: FRONTLINE 

EA 

8.6 

6 

9 

WRECKLESS: IRE YAKUZA MISSIONS 

ACTIVISION 

2.5 

( 7 

NEW 

SONC MBA COLLECTION 

SBA 

8J) 

8 

4 

ENTER THE MATTOX 

ATARI 

6.8 

9 

"To 

HULK 

UNIVERSAL INT. 

6.4 

10 

NEW 

SUPER SMASH BROS. MELEE 

NINTENDO 

aa 
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SUPER SMASH BROS MELEE WRECKLESS: THE YAKUZA MISSIONS 


H UIIK TO THE PHST 


During this very month back in 1995. .. Nintendo launched the 
Virtual Boy in the United States 


Use Sony 
pads on 
our 

intendo 

Camecube. 

Naughty. 


Gaming trinkets that ain't 
from these 'ere parts 

DESPITHHE BRILLIANCE of the GameCube 

pad, there are quite a few games that were 
designed specifically for the PlayStation2 then 
ported to Nintendo's machine, only they often 
worked better using Sony's controller - think 
Tony Hawk's for instance. Sad but true, 
although we've found a solution: the ioybox. 
For well under half the price of an additional 
pad this device plugs straight into the standard 
controller port allowing perfect use of any 
PlayStation pad! To get one ask your local 
importer or check the web. 


Designed by Gunpei Yoko, the 
creator of the Game Boy, this 
supposed heir to the Game Boy 
itself was at launch something of 
a curate's egg. To look at it on the 
outside it was a kind of a 
periscope mixed with a divers 
face-mask, whilst internally, its 
display showed only red objects 
against a black background. 
However, on the plus side the 
Virtual Boy created the illusion of 
a 3D display. Intended by Yoko- 
san as a machine to provoke 
better creativity from developers, 
the Virtual Boy managed no 


breakthrough titles let alone a 
bona fide classic Dismally 
unsuccessful in both Japan and 
America, the Virtual Boy was 
never released in Europe. 
















































GRmECUBE nEUJ5 


WORLD OF NINT 




Right I 
- Mari 


here, right now 


ario Kart! (uk> 
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As part of London Games Week, Nintendo will be attending 
the ECTS show at Earl Court - in a truck, in the car park! 
Ostentatious it ain't, but at least, unlike most of ECTS, it's 
open to the public. From the 27 - 29 August a forty tonne 
articulated lorry, will be parked right outside the entrance 
with playable versions of Pikmin 2, F-Zero GX, 1080° 
Avalanche, Pacman and Soul Calibur II inside. Star of the 
showing however, is the very latest version of Mario Kart: 
Double Dash!!. Doors open at 9am and entry is free. See 
you there... 


A glance at the globe through 
a cube-shaped lens... 


Videogame 

SChOOl (UK) 

Ever thought you'd be any good at designing a game? 
Well, the Surrey Institute of Art and 
Design has developed a year-long 
masters degree in Digital Games 
Design and are currently taking 
applications. Who knows, you could 
be the next Miyamoto... 


Tales of 
symphony (ger) 

The National Symphony Orchestra of 
Czechoslovakia has recently performed in Leipzig, 
Germany a concert of videogame scores. Amongst 
other games such as Shenmue, Final Fantasy VII 
and Splinter Cell was a rendition of The Great Sea 
theme from Wind Waker. 
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Rogue 
trader (us> 


When American gamers pre-order Rogue Squadron 
III they'll receive a limited edition bonus disc 
completely gratis! This extra disc comprises of a 
one level demo of Rebel Strike, a playable Gladius 
demo (apparently it's no longer cancelled), Rogue 
Leader trailer and demo and best of all - the 
complete version of Atari's Star Wars arcade game, 
circa 1982! 
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Famicom 
SP (JAP) 

In celebration of the Famicom (NES) 
becoming twenty years old Nintendo are 
holding a contest where a thousand 
Famicom inspired GBA SP systems can be 
won via competition entry forms included in 
GameCube and GBA games such as Mario 
Coif and Crystal Chronicles. 

Demand is such that you won't 
be able to buy one on import, 
although, if you've more 
money than sense you 
might be able to pick 
one up on 
ebay for a 
price 

resembling 
a telephone 
number. 


Nintendo 
Arcade (s.kor) 

A South Korean company is 
manufacturing coin-operated 
GameCubes for use in the 
country's supermarkets and shops. 
A much needed boost for publicity 
in Korea, the first featured game is 
Super Mario Sunshine. 



Do the 

Pokemotion! (jap) 

Currently a Japanese-only gadget from Nintendo, 
when waved from side to side the ‘'Pok^motion" 
displays images such as Pikachu, Torchic and Milotic 
along with symbols and text. We'd love to see them 
over here, but this'll probably be yet another 
example of the Japanese keeping all the best toys 
to themselves. 
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No 

worries? (aus) 

Yet more bad news for Nintendo as increasing 
numbers of stores across the country, slash 
GameCube prices. In fact in some stores you 
can buy a Gamecube for less than the price of a 
GBA! When retailers cut the cost of a machine 
it's usually a precursor to them dropping the 
product altogether. Considering the relative 
importance of this region both sales-wise and 

in terms of the lack a _ 

development 
community, such a 
performance down 
under is unlikely to 
affect Europe, so don't | 
be too down-hearted 
by the news. 
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Street 
Fighter 
through (jap) 

Capcom's Yosmko Okamoto, 
the man who oversaw the 
production of games such as 
Final Fight and Street Fighter 2 
has left the company to form 
his own development studio. 
As yet no specific titles or 
platforms have been 
mentioned but as always we'll 
keep you informed. 
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GAMECUBE ^ 
CHARTS 

WEEK ENDING 8 AUGUST ’03 

F-Zero CX takes the top spot in Japan 
with an inexplicably popular baseball sim 
from Konami. In the States Mario Golf 
swings its way to the top of the charts. 

JAPANESE CHART 



US CHART 
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RUMOUR Mill 



SHENMUE III 

LAST YEAR WHEN we spoke to y u 

Suzuki at the world's biggest 
gameshow, E3, he gave us the following 
details about his work on a game that 
was then variously referred to as Virtua 
Fighter Anniversary Project, or Virtua 
Fighter Quest : "I must be careful what I 
say! There will be fighting in it but that 
won't be the most important element 
in the game. There will be adventure 
elements, RPC elements and many 
other different things." 

Now, call us presumptuous, but 
doesn't that game description sound 
incredibly like a Shenmue title? In fact 
come to think it, Shenmue effectively 
uses a pared down version of the Virtua 
Fighter engine. 

The latest rumblings of information 
from Japan confirm that Shenmue III is 
in development for an unspecified 
console. It's suspected that as a bonus 
this third instalment will also contain 
games one and two of the trilogy. 
Shenmue II has already been released 
on Xbox so such a bonus could well 
discount Microsoft's machine as the 
host console. Yu Suzuki is unlikely to be 
working on both a Virtua Fighter game 
and the third Shenmue simultaneously, 
so here's the rumour: Shenmue III is 
coming to GameCube! 



Oooh. you'll need more 
Ksy lighting in there my son 




Live your 
silver 
screen 
dreams 


IlK 


You want a dog on 
the scene? You ve 
got it. Make your 
movie however you 
want with 
Activision's sim 



THE MOVIES 




COMING FROM THE well renowned 

Lionhead studios and overseen by Peter 
Moyleneux, The Movies, could, on account of its 
developers and its premise of giving gamers a 
motion studio to run, be glibly sub-titled, 
"Theme Movie Mogul" Comparison to the 
Theme games such as Hospital and Park 
although apt - you do after all manage 
budgets and customise settings - doesn't take 
into account the more creative slant that this 
sim is trying to achieve. 

Beginning with just a patch of dirt in the 
silent, black and white era of film-making in the 
early 1900s, The Movies has you running your 
own studio right up to 2010. From the past to 
the future as the head of a movie studio you'll 
decide the content of your films, choosing 
scripts, hiring stars, tweaking lighting and sound 
and even researching new technologies such as 


holograms or smello-vision. Bare in mind 
though that the different genres such as action, 
sci-fi, romance, horror etc, vary in popularity 
across the 20th century. It's up to you to either 
churn out populist flicks, please the critics, or 
try to do both. 

Regardless of what type of movie you make, 
a short promotional cinematic trailer comprised 
of all the content choices you've made is 
generated. Better still, make a movie you're 
particularly chuffed with and you can upload 
the trailer to the Internet so others can watch 
and rate your work. At the moment Activision 
are yet to confirm how this feature will work on 
the GameCube, although using the SD Card 
seems the obvious choice. 

The Movies has no official release date other 
than sometime in 2004. Expect a 
much closer look in a few issues time. CUBE 






cube.totalgames.net 


The place: the Net The time: whenever. The mission: 
unfettered GameCube news, reviews, tips and gossip! 


Our brand new site 
features searchable news, 
cheats and reviews, 
opinion polls and a 
completely redesigned 
forum. Log on and come 
spill your brain. We'd like 
that.. 





UP-TO-THE-MINUTE NEWS 

Every day of the week our rabid news 
hound updates the GameCube stories 
that matter. 
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A ludicrous 
amount of 
mini-games are 
winging their 
way to the 
GameCube 


STOP IRE PRESS 


Mysterious "new product" announced, 
Donkey Kong and new Zelda 
confirmed, Wario Ware gets GC outing 


© Yes, we know 
it's the most 
bizarre thing 
to be 

released for 
a while, but 
we love it 


JUST AS WE WERE going to print this 

month, at a press conference in Japan, 
Nintendo's President Saturo Iwata, declared that 
a 'new game producf will be revealed by the 
company in spring next year and that three 
previously unconfirmed titles are in 
development: a new Zelda game, a Donkey 
Kong title by Namco and a GameCube version of 
Wario Ware. Link's latest adventure will again be 
cel-shaded and should be finished by the end of 
2004. Both Wario Ware and Donkey Kong will 
be out in Japan by the end of the year! 

In typical Nintendo fashion, details of the 'new 
product' were scant,. Iwata-san cryptically 
described it as 'surprising and unique'. Could it be 
a GBA or GameCube peripheral? Does it tie in 
with Mario 1281 Is it an answer to Sony's PSP or 
Eye toy? Is it wireless link up perhaps? Or is it the 
unveiling of the GameCube successor, N5? As yet 
we don't know although, as you read this, we're 
investigating and should have more 
concrete information next issue. 



CUBE, WITHOUT THE PAPER 



Read back issues of CUBE without 
even having to go and buy them! 
We're too good to you 


Our sister magazine CUBE SoumoNS is 
perpetually updating this page just 
for you. Yes, YOU! 


The CUBE forum is one of the most 
subscribed and lively GC discussion 
salons in the country. 




GAMECUBE NEWS 

FINAL 

THOUGHT... 

DURING THE LIFE of the GameCube 
so far, Nintendo has made much of its 
improved relationship with third-party 
developers and publishers. Square-Enix 
is back making games for Nintendo, EA 
is heavily featuring GBA connectivity, 
Capcom is creating unique and 
exclusive titles, Namco is updating its 
most beloved of franchises, as is the 
old arch enemy, SEGA. Relations with 
companies who make the games are 
good (Acclaim and Ubi Soft 
notwithstanding), but what about us - 
the people who buy the games? 

By the end of 2003 the rest of the 
world will be able to play Beyond Good 
& Evil, Prince of Persia, Mario Golf and 
Crystal Chronicles to name a few, but 
here in Britain we won't. Europe is 
again the poor relation and if you want 
the best games you either have to wait, 
or more understandably buy from 
abroad, which makes Nintendo's crack¬ 
down on import retailers, and by 
implication those most eager to buy 
GameCube games, seem ludicrous. If 
only Nintendo put in as much effort 
localising and securing games for 
European release then it would avoid 
the problem of imports altogether. 







































































































Exquisite Execution 





"Stylish and addictive. A cracking shooter." Cube Magazine 
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FEATURE 


This month we hop across the Atlantic 
bring you the lowaown on EA's 
impressive portfolio of games leading 
up to Xmas and beyond 


to 

us 




F or a trip that started and ended so 
badly, the bit sandwiched in the 
middle was perhaps inappropriately 
rather good. Getting up at 4:30am is 
never good. When your alarm rings 
your mind goes into a fairly rigid 
sequence of thought processes, the 
first of which is invariably What the 
is that?'. When some 

degree of consciousness sets in you begin to 
question very seriously why the hell this seemed 
like such a good idea when you agreed to it three 
weeks earlier. You then lie there and run through 
all the possible excuses that will permit you to 
stay in bed for another 12-14 hours. It's now 
04:55 and you are officially running late. 

The next 16 hours up to touching down in San 
Francisco went by remarkably smoothly and we 
spent a most agreeable evening with EA's PR 
bods sipping marguaritas and getting a suntan on 
the bank of our Redwood City hotel's private lake. 

The main business of the trip however was not 
to get boozy and talk loudly in public on account 
of American chicks digging English accents 


(apparently), which is a shame. Luckily we had all 
those lovely EA games which we barely got to 
play at E3 (due to EA's stand being permanently 
rammed for the entire show) to keep us amused. 
In the palatial surroundings of the main Electronic 
Arts office complex complete with its own mini 
American football field as featured in the newly 
announced NFL Street (see elsewhere this 
feature), we put the whole line up through its 
paces. We knew about most of the games already 
and had even played one or two of them, but this 
was a chance to get some quality time not only 
with the joypad, but also with the development 
teams. We knew what to expect from Medal of 
Honor and FIFA, it was good to get a real feel of 
007 Everything or Nothing, and there were a 
couple of surprises as well. Read on. .. 
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GOOD 

COP, 

BAD 

COP 


There's been no shortage of column 
inches dedicated to the cussing up bad 
of EA, some of it justified, some not. 
That old chestnut about yearly 
statistical updates of its various sports 
franchises is as predictable as it is 
boring. It was an issue, but FIFA has 
come on leaps on bounds in the last 
couple of years. Being the publishing 
behemoth that it is, there's always a 
danger that EA'S in-house 
developments are likely to turn out 
rather soulless and anaemic, and this 
was the case a couple of years ago. 
However you just have to look at the 
current line-up here to see that we're 
dealing with quality titles across the 
board. You can fool some of the people 
some of the time, but not if you want 
sustained success. Whatever you think 
of past policies, there's a whole crop of 
triple-A titles coming your way and 
that's good news for all concerned. 


007 EVERYTHING 
OR NOTHING 

All the ingredients for a classic 
Bond adventure are in place 


VUE BROKE SOME of the details about 007's 
latest adventure in last month's exclusive In- 
Depth but now we've had the chance to play 
through a selection of levels highlighting various 
facets of the game they're already calling 
Everything Or Nothing. The switch to a third 
person viewpoint has achieved what it set out 
to. That is to bring the character of Bond to the 
fore as the star of the game. When you see the 
world through the eyes of a character it's hard 
to detach yourself, but now all 007's moves and 
style are depicted on screen leading to a far 
greater appreciation of being the world's 
greatest secret agent. It has also enabled a far 
greater degree of close combat and stealth to 
be incorporated into the game. Afterall, Bond 
has never been about steaming in with all guns 
blazing... well, not until the final showdown at 
least, and Everything Or Nothing rewards more 
thoughtful play. Sneaking up on a guy and 
taking him down silently not only has the 
advantage of not alerting a bunch of guys with 
machine guns in the next room, but it's also 
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FEATURE 


IN BED WITH 
NINTENDO 

Nintendo's close relationship 
with EA is starting to pay off 



As you will no doubt remember, about the time 
of E3 Nintendo and Electronic Arts announced 
they would be working together more closely in 
the future. George Harrison, not the dead Beatle, 
but the Senior Vice President of Sales and 
Marketing for Nintendo of America said "This is 
the year when the full potential of our exclusive 
ability to connect console and handheld gaming 
becomes clear with the delivery of unique game 
entertainment. This bold alliance to build 
connectivity into some of the world's most 
popular entertainment franchises will underscore 
that in unique and powerful ways." 

EA's Senior Vice President Gerhard Florin 
added: "This agreement means that three of the 
world's most popular sports games - FIFA soccer, 
Tiger Woods PC A TOUR golf, and Madden NFL 
football - are going to include a new way to play, 
and new ways to compete on Nintendo systems." 

At a time when a lot of publishers are scaling 
back their GameCube support it's good to see 
the biggest of all the third parties so solidly 
behind Nintendo. A few more deals like that and 
the future will start looking a whole lot brighter 
for us all. See what being nice to people 
does for you, eh Mr Nintendo! 
_ f 


rather satisfying. One of the levels we were able 
to play begins with Bond crouched behind a 
terminal in a lab deep inside a heavily guarded 
installation. There are people working and 
guards patrolling. Study their movements from 
the safety of your hiding place and figure out 
how to proceed. You can break cover and try to 
take everyone down in a hail of gunfire, but the 
guards will immediately sound the alarm 
alerting those in the next room. Alternatively you 
could sneak up on the nearest guy when the 
guard's back is turned and drop him with a 
quick sleeper hold. You can then pick up a 
flashlight from the desk and throw it to silently 
take out the second guy before using your gun 
to knock out the guard before he knows 
anything's awry. Now, when you enter the next 
room you'll take the occupants by surprise. 
Another level on show sees Bond infiltrating a 
mansion house. Having spent a good five 
minutes wandering around a small courtyard 
unable to figure out what to do, we were 
beginning to feel a little embarrassed at our 
own obvious ineptitude until discovering the 
'Bond sense' button. This shifts you into first 
person mode enabling you to look around while 
your special Bond sense will give clues on how 
to proceed by highlighting certain objects. We 
don't know yet if there'll be any more to it than 
that but it looks quite cool. Once inside you can 
utilise some neat tricks such as the wall press as 
seen in Splinter Cell to look round corners. Gun 
combat can be something of a banana skin in 


third person games but a simple lock on system 
using the left trigger makes target selection a 
breeze. The primary concern at this stage is with 
the camera. It's erratic at best and needs to be 
significantly locked down before the game goes 
to final build. 

Also playable were two vehicle sequences. 
One features a helicopter chase through a 
mountain canyon which is a bit feeble. The 
other sees Bond on a motorcycle armed with 
flamethrowers, machine guns and rockets in 
pursuit of the inimitable Jaws as he makes his 
escape down a busy freeway at the wheel of a 
dirty great petrol tanker. Dodgy framerate aside, 
this section shows some promise, especially the 
ability to slide the bike sideways to clear low 
obstacles such as jack-knifed trucks. Apparently 
the final game will be comprised of 
approximately 40% driving sequences but from 
what we've seen so far these bits are 
considerably less fun than the third person 
sections. The overall impression is that this is 
definitely going to be the best Bond game since 
Goldeneye and probably the most faithful of any 
Bond yet in terms of style and feel to it's silver 
screen inspiration. Oh, and there's a 
simultaneous two-player mode too, but this 
doesn't feature Bond himself. Rather it's a series 
of training missions where you and your partner 
play as rookie agents working together to solve 
problems and knock out bad guys. Looks a 
decent addition to the main game but we didn't 
get that much time to play around with it 



Think like Bond, play like Bond. 
Nobody does it better ya know! 







FEATURE 


MEDAL OF HONOR QUESTIONS AND ANSWERS 


(jg) 




You're probably wondering if you can 
ride that elephant You can. Yippee! 


MEDAL OF HONOR: RISING SUN 


where you can see far out across the jungle 
complete with flowing rivers and distant 
mountain peaks. It adds nicely to the sense of 
vastness and isolation of the jungle 
environment. Such surroundings don't lend 
themselves so well to the linearity of 
Frontline's levels however, and the developers 
have taken this into account including tons of 
hidden areas and the odd alternative path. 
You might be strolling down a trail when 
some guy starts taking pot shots at you from 
the top of a cliff, which indicates you can get 
there yourself and no doubt pick up some 
goodies. Hunting around will also reveal save 
points for which many will breathe a sigh of 
relief. Having to restart from scratch every 
time you died in Frontline was the cause of 
death for many a poor joypad. In deference to 
the continuing health of those pads that 
remain alive there will be two to three save 
points per level, but they won't always be in 
the most obvious places. 

Other collectable goodies are designed to 
beef up the replayability of completed levels. 
For example, on the River Kwai level there's a 
machete which is only found on this level. 


However once collected it can be used on 
other levels to hack through heavy 
undergrowth, enabling access to otherwise 
unreachable areas. 

Clearly improved enemy Al enhances the 
action. No longer do enemies stand in front of 
you reloading while you blast away at point 
blank range. Get too close to these guys and 
they'll charge you down with bayonets or 
treat you to a close head encounter with a 
rifle butt Combat is made more dynamic still 
by mapping grenades direct to the pad rather 
than having to select them manually from 
your weapon cache. Now you can lob one 
over a wall while simultaneous strafing 
around the side, hopefully doing the enemy 
twice as much damage in the process. 

The best feature of all is the inclusion of 
two-player co-operative play right through the 
game. The narrative even adapts to take into 
account if you're playing with someone else. 
With more a more immersive experience 
courtesy of many more scripted event 
sequences (over 300 in Rising Sun compared 
to around 30 in Frontline), you really can't go 
far wrong. 


geometry, and changing the enemies from German to 
Japanese. These may seem like small changes, but the 
overall feeling of the game has changed drastically. 


Q: Can we expect a more optimised version of Rising 
Sun for the GameCube 
than Frontline was? 

A: Yes. 


Q : Where next for the Medal Of Honor series? 

A: We'll be staying in the Pacific Theater of Operations, 
but there will be a different emphasis on some of the 
details of the core gameplay. You'll have to wait for more 
details after this one ships. 


After E3's Pearl Harbour 
demo, a new level is revealed 


E3’S BEHIND-CLOSED -doors demo 

showed off the Pearl Harbour opening level 
which, much like the Normandy landings in 
Frontline, is more like an interactive set-piece 
intro and bares little relation to the way the 
rest of the game pans out In San Francisco 
we got to play through the entire Bridge on 
the River Kwai level which offers a more 
indicative experience of how the majority of 
the game will look and play. The big new 
element is the organic nature of the levels. 
Most of Frontline took place inside military 
installations or the bombed out streets of war 
torn towns and the result was a fairly 
structured grid layout. Rising Sun trades this 
in for lush jungles and rural environments and 
the engine has had to be overhauled to take 
this into account Gone are the sharp 90 
degree comers to be replaced with rolling 
vistas, paths flanked by dense foliage and all 
the cover and ambush possibilities they bring. 
Occasionally you'll come across open areas 


Q: How long have you been involved with the Medal Of 
Honor series? 

A: Since late 97 on starting with the first Medal Of 
Honor on the PS1 as the Lead Designer. 


Q: Which elements of Rising Sun are you most 
proud of? 

A: I'm most proud of this team. They have proved to be 
one of the most talented teams I've ever worked with. 


Q: What makes it different to Frontline1 
A: Just moving to the Pacific Theater has changed major 
aspects of our game. The main changes indudes Jungle 
and organic background 
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We've had 
enough of 
dirty urban 
settings. 
Casn't we 
have a nice 
field of 
daisies? 






NFL STREET It's still, it's still Madden from the block 

THIS ONE WAS just announced for GameCube as we touched down on US tarmac You can 
probably take a wild guess that it's American football with less rules and more attitude, and you'd 
be right After the success of the NBA Street titles, this takes grid iron out of the stadiums and into 
various urban environments. The playbooks are scaled down, there are only seven players on each 
team and the emphasis is on keeping the action going. Imagine NFL Blitz with Madden style. 
There are no punts or field goals, or helmets for that matter. Some pitches are enclosed which 
offers all sorts of opportunities for smashing receivers into concrete walls. Other areas have 
interactive scenery such as barrels or park benches for you to send the opposition crashing 
through. It's not just about winning, but looking good while you do it so there are plenty of pose 
moves included. Goose-stepping into the endzone or running in for a touchdown while bouncing 
the ball like a basketball will not only wind up your opponent but also powers up your 
Gamebreaker. This basically supercharges all your players for a limited period and can be used 
either defensively or offensively whenever you choose. 

If you like the idea of an American footy game but find Madden too unfriendly and stat 
heavy, this could be ideal. It's also one of those games you can just pick up and play with 
mates. We're up for it. 


FEATURE 


QUIDDITCH WORLD CUP 

Bedknobs and Broomsticks 


YOU FLY 5,000 miles 

across the ocean and 
you still can't avoid that 
speccy little git If you're 
not already Pottered up 
the eyeballs you can 
now treat yourself to a 
round or two of the 
Wizard's sport of choice. 
There was a simplified 
Quidditch sequence in 
the The Chamber of 
Secrets game but now 
it's been fully reworked 
and repackaged into an 
entire game in its own 
right Start out by 
winning the Hogwarts 


championship, then you 
can go to the world cup. 
An invented sport 
played by young boys 
on broomsticks isn't the 
most enticing prospect, 
but the in-house 
development team have 
managed to put lipstick 
on a pig and make it 
reasonably snoggable. 
The various arenas (nine 
international stadiums 
plus hogwarts) all look 
lovely and the gameplay 
is involving enough to 
keep younger fans 
hooked. 
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Quidditch isn't 

3 uite in the 
peedball league 
but younger fans 
will lap up the 
authenticity of 
Harry's world. 



LORD OF THE RINGS: RETURN OF THE KING 





© Bad guys fight amongst themselves 
and you can sometimes sneak by 


Hey, hey, hey — now you're thinking like a Hobbit, man! 




JRR TOLKIEN HAS a lot to answer for. Droves 
of 47-sided dice-rolling beardy weirdys who 
believe place names should under no account 
contain vowels are his legacy. Given the films's 
success and the resurgence in popularity of the 
books as a direct result, it looks like the nerd is 
going to inherit the Earth afterall. Well, now two 
of you can go hacking your way through Middle- 
Earth. The Two Towers follows on from The 
Fellowship Of The Ring in that it's basically an 
action romp through easily recognisable 
locations from the movie. It's a bit more 
involving than before however. Multiple paths 
are available, each one appropriate to the 
character involved, although once you've 
completed a section you can go back and play 
through it with any of the six selectable 
characters. Completed levels can now also be 
tackled by two players simultaneously, which is 
a pretty cool addition sorely missing from The 
Fellowship Of The Ring. 

The three main paths to the end also require 
different approaches depending on the 
character you choose. Aragorn for example can 
rely on his strength to fight his way through 
while Legolas relies more on ranged attacks. 


Poor little Bilbo on the other hand has to rely on 
his wits to get through. Exploring areas may 
reveal cunning ways to deal with seemingly 
insurmountable problems. For example you may 
stumble into a room full of nasty ores who'll 
quite happily pull your arms off given half a 
chance. Explore a little and you could find a 
boiling cauldron of oil hidden on top of an 
overhanging rampart which can be dropped on 
the baddies, thus wiping them out and clearing 
your path to the next section. Such puzzles 
aren't brain benders but they at least encourage 
a more measured approach rather than the 
constant button-bashing progress offered by 
many simplistic scrolly combat games. Each 
character has a quick attack, a fierce attack, a 
special attack (charged by holding the fierce 
button) and a ranged attack as well as a 
finishing move to deal with floored opponents. 
However the combat could have been made a 
little more involving. 

Graphically it looks luscious and some of the 
set pieces are truly mouthwatering, straight out 
of the movie. It isn't going to be the deepest 
experience you'll ever have but it should please 
fans of the movie. 
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The strengths and 
skills of each 
character are far 
more important to 
the game than 
before. Gandalf 
isn't big on rucks, 
as you'd expect 
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►»SSX3 

Snowboarding with the 
freedom to express yourself 

WE COULDN’T WAIT to get our hands on this 
little fella. A short demo version was all we'd 
played before, so the chance to have some time 
to really get a feel for the controls as well as the 
new environments and tricks was snapped right 
up. Gone are the disconnected combined trick 
and race slopes of before. SSX3 dumps you on 
the lowest plateau of a three peaked mountain 
from where you can choose your runs and how 
exactly you want to approach the game. 
Obviously the aim is to progress up the 
mountain, open up the top peak and discover 
all the many secrets along the way. There are 
four ways to approach the game - Freestyle, 
going for big money, racing or tricking. No doubt 
you'll want to take a shot at them all but it's 
possible to get to the top whichever way suits 
you best 

Having so many course possibilities available 
means the race and trick courses are now 
separate, allowing the designers to fine tune 
them to each discipline. 

Basic tricks are still performed in the same 
way but there are heaps of new options to 
explore. When the adrenaline meter is fully 
charged Ubers can now be performed during 
grinds as well as in the air. You can also kick the 
front of the board up, similar to performing a 
manual in Tony Hawk in order to keep trick 
combos going between rails and jumps. The 
upshot of this is that it will be possible to go 
from the top of the mountain all the way to the 
bottom (which will take about half an hour in 
total) while making one continuous combo. We 
reckon EA should offer a £1 m prize for the first 
person to pull that one off! 

The variety of scenery that's blended 
seamlessly into the environment is impressive. 
The different areas, from packed and populated 
areas in the foothills to remote ridges higher up, 
there's no shortage of graphical variety. Lighting 
also plays a part. The top of the mountain is in 
daylight but each run progresses through the 
day so by the time you get to the bottom it's 
dark. Unfortunately the time of day isn't 
dynamic so you only ever get to see each area 
in its own assigned state of illumination. Expect 
some serious Beat The Team treatment when 
we get this in the office. 
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FIFA SOCCER 2004 

Is FIFA finally ready to 
challenge Pro Evolution Soccer ? 

YOU COULD DIVIDE the general gaming 
population into three pretty distinct parts. 

Those who play FIFA, those who play Pro 
Evolution Soccer and those who don't play 
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Kit details 
and 

interaction 
between 
players is 
amazing 




Off the ball' 
control is a 
whole new 
concept, but 
it could be 
tough at first 



football games. FIFA, you see, is just like 
Marmite. You either love it or you hate it. It 
certainly hasn't harmed sales down the years, 
but purists will tell you it's Pro Evo all the way. 
EA have made strides in the last couple of 
years to shake off FIFA's shallow arcadey 
reputation. The big innovation for 2004 is 'Off 
The Ball Control'. Confused? You will be. While 
in possession you can now take control of 
players other than the one who actually has 
the ball. You can then move them exactly 
where you want before releasing the ball. 



Pitch battles in the street look 
so cool. This is one to watch. 
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FREEDOM FIGHTERS 

Squad level strategy, but the 
action never let's up 

JUST WHEN YOU think you know exactly 
what to expect something invariably pops up to 
make you think again. At E3 we thought we'd 
seen everything EA had lined up for the GC, 
albeit in brief and not always playable form. 
However this came right out of the blue. It's 
been touted around on PS2 under a couple of 
different working titles - Freedom: The Battle 
for Liberty Island and Freedom: Soldiers of 
Liberty - for over a year. Now it's called 
Freedom Fighters, we can confirm it's coming to 
the GameCube, and it looks bloody great! 

It's based in an alternative reality where the 


Russians won the Second World War and are 
now controlling the planet You start the day as 
an ordinary working American Joe in Soviet- 
occupied New York City, and end it kick-starting 
the revolution. 

At first there's just you running around in a 
third person shoot-'em-up stylee, but the more 
Russki butts you kick, the more charisma you 
gain. This will enable you to recruit people to 
the cause, at which point the game takes on a 
squad level tactical element There's no delving 
into strategic maps and setting waypoints or 
anything like that though. Three basic 
commands - wait, follow me and go ahead (in 
the direction you're facing) - are mapped 
directly to buttons on the pad so you can easily 
issue orders in the heat of battle. You can also 
set visual markers in the same way if you want 
your people to lay down covering fire from a 
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Things get even more complicated however 
when you learn you can actually get direct 
control of two players simultaneously - one 
on each analogue stick. The brain starts to 
melt just thinking about it, but we haven't had 
a good, long sit down with it yet so, well 
you never know. 

The usual presentation enhancements and 
updates are in place. A new animation system 
is employed. Called organic animation, it 
actually looks very impressive, especially close 
up when players are jostling for position while 
waiting for a corner for example. The 
movement from one animation into the next 
is totally fluid and the way they react to 
contact from each other is spookily realistic. 

Fans of lower league sides will be pleased 
to hear all three divisions of the Nationwide 
league are now included as well as various 
lower divisions from around Europe including 
Serie B and La Liga 2. 

When the game first loads up you're asked 
which team you support and the front end is 



particular spot. They show a great level of Al 
though and will make good use of nearby 
available cover. 

The overall impression is really impressive. It 
gives a real feel to the running pitch battles with 
up to 12 people under your command. The 
implementation is very clever indeed, keeping 
the action going and forcing you to make snap 
tactical decisions while simultaneously trying to 
take down guards at a checkpoint. There really 
is nothing else like it on the market. It 
successfully blends two genres to create an 
entirely new experience. We were able to try out 
a two-player capture the flag game which is also 
very cool, but we're promised up to four players 
with two versus two action. Not quite sure how 
this is going to work yet but the game seems 
pretty much complete on the strength of what 
we saw. Viva la revolution. 


then tailored with the colours and badge of 
your chosen team. It's entirely cosmetic, but a 
novel touch. 

All this takes us into the major new career 
option which let's you take control of any of 
the game's 500 clubs. It's basically arcade 
football management. You can buy and sell 
players, try to build the best team and win 
the European Cup. If you do well, other 
clubs will offer you jobs, but here's the 
clever part - you have a prestige rating 
which is low when you start the game. You 
can dive straight in and take charge of Real 
Madrid or Milan but star players will have no 
respect for you and will perform badly as a 
result. You need to build up your rep at a 
lesser club, catch the attention of the big 
boys and if they do actually offer you the 
hotseat, you know you're truly worthy. If the 
gameplay itself doesn't become too 
convoluted (three times as many controls to 
master as the 2003 version), it's shaping up 
into an impressive package. 


FREEDOM FIGHTERS Q&A 


© Practice those new moves 
on the training pitch 






Q: Where has Freedom Fighters been for the last year 
and was a GameCube version always planned? 

A : We've been spending most of the last year refining 
and fine tuning the game play to make it as balanced 
as possible. The GameCube version came in later in 
the production, we started working when we we're 
about alpha with the rest of the consoles, that's about 
three months ago. Now the GameCube version is in 
beta. 

Q: Was it planned originally as a strategy or action 
game? 

A: Actually it was planned to be both. The strategy 
part would be like turn based games, and then the 
action part would be separate. We now have merged 
the two, creating a very fast paced action game, with 
strategic elements. 

Q: What are the game's coolest aspects? 

A: That we actually succeeded in keeping the action 
level in a squad-based action shooter for the consoles, 
with no cumbersome sub-menus to slow down the 
action. 

You can perform very advanced maneuvers, with a 
single press of a button. Plan ambushes and stuff, 
while you are down fighting in the streets 
among your fellow freedom fighters. 


Q: If you had to compare it to an existing game, what 
would it be? 

A: It would be a combination of several. Like 
“Syphon Fitter* meets “Wareraff. 

Q: How will four-player two-vs-two work? 

A: The Freedom Fighters multiplayer is available as 
split-screen on Game Cube. Players can play 2-4 
players on specially designed multiplayer maps. 

There are always two teams in multiplayer 
mode - the Americans and the Soviets. Each 
team has 1-3 human players and 8 recruits. 

Each player commands their own recruits, 
leading them into battle versus the 
other team. 

All the multiplayer maps are based 
around the “king of the hiir game play, 
although they present very different 
locations. All the weapons 
from the single-player 
campaign are available, so 
you can either choose to sit 
in a window and snipe at 
you opponents, or blast 
your way through 
) your team. 



You'll have to recruit your force 
from a dubious bunch of 
reprobates if you want to 
retake New York City from 
isskis 
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"Get saving NOW. This is the best fighter on DameCube. 

In fact we'd go so far as to say that it's the best Nintendo 

beat em'up we've ever seen" 

NOM Q/10 

"The GameCube version comes out on top with Link as an 

exclusive character." 

Cube Q.2/10 

"If there's one thing we're most excited by, it's the thought of 
playing the game on Nintendo's GameCube controller, which is 
perfectly suited for SOULCALIBUR control." 

IGN CUBE 




NINTENDO 

GAMECUBE. 

U.JLULU ninfenda ca uk 




DID VDU HriDLLI... RE5IDEriT EUIL mRDE IT5 DEBUT EIGHT HERR5 RED! 




Argh, argh, argh, argh, stayin' alive! 

RESIDENT EUIL 

CODE VERONICA X 
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A couple of warning shots over 
vK i the shoulder ought to do it 


Soon all the Resident Evils will be out on GC, but 
this one's got realtime moving backdrops too! 


THE COMPANY LINE 

“THE THIRD FAITHFUL 
CONUERSION OF THE 
RESIDENT EVIL 
SERIES TO BECOME 
AVAILABLE FOR THE 
NINTENDO GC” 

CAPCOM PRESS RELEASE 


CUBE touche 


The third Resident Evil game we 
couldn't be arsed to jazz up for the 
GameCube, more like! 




WITH THE RELEASE of code: 

Veronica X the GameCube will have 
played host to all of the character-based 
Resident Evil games. Considered by 
many survival horror aficionados as the 
best game in the series so far, the story 
of CODE: Veronica X initially sees you 
assume the role of college student 
Claire Redfield who, after surviving 
the horrific events in Raccoon City, 
discovers that the Umbrella 
Corporation's activities are not just 
limited to the isolated and remote 
mid-western city from which she 
narrowly escaped in Resident Evil 2. 

Three months later, with this in 
mind, she goes in search of her 
brother Chris, the STARS team member 
who solved the mystery of the original 
mansion incident from the first game. 
Scouring Europe for her brother she's 
caught trespassing by the Umbrella 


Corp and incarcerated on an island. The 
premise of Veronica X is that Claire 
must first escape the prison and then 
search for her brother. 

As the suffix 'X may imply, this 
version is intended as the definitive 
iteration. Featuring extra cut-scenes, an 
unlockable battle mode, a hidden first- 
person option (find the sniper rifle), a 
rocket launcher for completion within a 
time limit and, we expect, some way of 
gaining access to the scurrilous Albert 
Wesker's report, Veronica X should put 
to shame the previous ports of Resident 
Evil 2 and 5. Just as importantly, an 
accessible map system now highlights 
item boxes and save points you've 
found and also indicates where you've 
been to help avoid the frustration of 
retracing your steps or getting lost. Now 
if only Capcom would sort out ■■■■ 
the control system... I*'* : ^ 



aornBiE flesh ertere 


© Perhaps the best of the series so far 
O A Dreamcast/PS2 port 

■ Neat unlockables and significantly 
better in terms of visuals and audio in 
comparison to Resident Evil 2 and 3, 
although not on a par with Zero and 
Remake. Still, if you didn't play this first 
time round you're in for a treat 
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PUBLISHEl BAM! ENT. 


FRONTIER DEV. 
US 

PLATFORM 


PLAYERS: 1 
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TBA 

SEP 03 

A BIT OF PREVIOUS 

DRIVEN 

GAMECUBE 


REIGN Of FIRE 

GAMECUBE 



V 


THE COMPANY LINE 

“PLAYERS WILL 
MASTER LOADS OF 
SPECIAL MOVES 
FROM GROMIT SUCH 
AS BACK FLIPS, 
SOMERSAULTS AND 
EVEN BREAK 
DANCING” 

BAM PRESS RELEASE 


CUBE TCLO-E 

The mutt has got personality with a 
capital V. You will never, ever, tire of 
his humorous antics Ever. 



WALLACE & GROMIT 

IN PROJECT ZOO 

Classically British quirky humour and invention 
poured into a 3D platformer... 


FEATHERS MCGRAUV, THAT 

malevolent penguin, has taken over the 
zoo that housed him and has imprisoned 
a load of baby animals. By doing so he's 
persuaded their parents to manufacture 
gems for him using his Diamond-o-matic. 
Cunning do-gooders, Wallace and Gromit, 
attempt to put a stop to this by making a 
giant wooden penguin and placing it at 
the front gates of the zoo. Feathers, so 
taken with the 30-foot tribute, has the 
construction dragged inside the gates 
unaware that one man and his dog are 
tucked away inside the Trojan avian. And 
that, it seems, is as good an excuse as any 
for BAM Entertainment to commission a 
3D platformer - playing as Gromit, with 
the aid of Wallace, you simply need 
rescue the incarcerated animals. 

Replete with mini-games, areas 
themed around different animal houses - 
a jungle area for the elephants, an 
underground setting for moles and the 


obligatory ice area for polar bears - initial 
impressions of Wallace & Gromit are that 
it's just a generic platformer - and, in 
many ways, it is. As canine Gromit you 
jump across ledges, run, collect, use 
special moves and, cliche of cliches, ride 
a mine cart. However, with human 
sidekick Wallace in tow, gadgets come 
into play. By gathering nuts and bolts that 
are scattered around the levels and 
returning them to CPU-controlled 
Wallace, the Wenslydale fancier is able to 
fashion you widgets such as spring shoes, 
a gyrocopter and a banana launcher that 
comes in especially handy for distracting 
the penguin's monkey henchmen. 

With good architecture design, 
appealing visuals that ape the claymation 
of the Nick Park films, and voice acting 
from the stars of the films and, we're told, 
a wealth of humorous parodies, Wallace 
& Gromit has plenty going for it 
and could be a decent romp. CUBE 
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EX PE CT A TIONS 


RRDfTIRn DR 5DFT CHEESEP 



o Good characterisation already in place 
O Too much gaming d£ja-vu perhaps? 


■ A LucasArts-style adventure would 
have suited the W&G licence perfectly, 
but perhaps predictably it's a platformer 
instead. It will probably please younger 
players but we've not seen anything to 
ignite our excitement yet. 
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PUBLISHER: THQ 
I DEI/ELOPF YUKES 
US 

WRESTLING 

PLAYERS: 1-4 
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SEPT 03 


TBA 

SEPT 03 


A BIT OF PREVIOUS 



THE COMPANY LINE 

“IN AN ORIGINAL 
STORY MODE, 
PLAYERS CAN ENACT 
‘SWEET REVENGE’ ON 
THE GRANDEST 
STAGE OF THEM ALL: 
WRESTLEMANIA” 

THQ PRESS RELEASE 

CUBE 

True - but then original doesn't 
always mean good now, does it? 
Where's the wrestling, people? 
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DID vDU Hmil 


UJRE5TLEmnniH HH 15 BEIflE HELD RT ITlRDISDn 5DURRE ERRDEn 


The competition's been getting fierce since the last instalment - but the 
question is, after all its past mistakes, does THQ's latest grappler now 
have what it takes to get the three-count over its rivals? 


MUST TRY HARDER. That was the 

general feeling among the GameCube- 
owning WWE fans when WWE 
Wrestlemania X8 came out last year, 
simply because after months of hype, 
the whole thing turned out to be a 
major disappointment. With a sluggish 
control system that didn't know whether 
it was from Smackdown or No Mercy, 
some pretty unsatisfactory graphics and 
a complete lack of a Career mode, 
Wrestlemania X8 didn't offer anything 
over Smackdown: Just Bring It on PS2. 

In fact, it wasn't a patch on that game. 
Thankfully though, the WWE gravy train 
just keeps on a-rollin' and THQ is ready 
to get back in the ring with its latest 
effort, cunningly named Wrestlemania 


XIX (or 19, if you can't read Roman 
numerals). But after such a disaster last 
time, you have to ask if the company 
has learnt from its mistakes. 

From the near-finished preview code 
we had the chance to play to death 
recently, it certainly appears so... in 
some respects. Although Wrestlemania 
XIX bears some similarities to the 
previous game, it's clear from the off 
that Vukes has taken the whole thing 
back to the drawing board in an effort 
to rip out all that was wrong before and 
replace it with things that are right. 
Certainly in terms of the game engine 
(which last time was rather slow, slightly 
uncontrollable and looked a bit, well, 
fuzzy), you can see the differences 


straight away. Graphically, everything 
looks a whole lot sharper and realistic 
with all the characters being well- 
defined and solid. More importantly 
though, all the wrestlers look like who 
they're supposed to be, which is pretty 
cool and not always the case. 

From a wrestler perspective, THQ has 
once again performed the obligatory 
update to the roster, meaning that many 
(but not necessarily all) of your favourite 
wrestlers are present and correct - from 
Hulk Hogan in the infamous red and 
yellow, John Cena, Rey Mysterio, Brock 
Lesnar and, as a last-minute addition, 
the man they call Goldberg. 
Unfortunately, while these additions are 
welcome, you can see the unevenness 


Here comes the pain. 


WWE WRESTLE 
















of the wrestlers on offer straight off. 

With only two 'proper' tag teams and 
two cruiserweights available, you might 
end up being a tad disappointed if you 
were looking to set up your own 
tournaments. Of course, that's exactly 
what the Create-A-Wrestler is for. 

Obviously though, the most important 
part is the wrestling, and if that's not 
right, then the whole thing falls apart, 
but thankfully, as far as all the in-ring 
action goes, Wrestlemania XIX is looking 
pretty darn sweet. Unlike the last game 
(which didn't know what it was 
supposed to be), Wrestlemania XIX has 
a healthy mix of both the more arcadey 
Smackdown control method - relying 
on speed and accessibility - and the 
grapple-heavy No Mercy controls which 
focused more on the moves each 
wrestler had. It only takes a short 
amount of playtime before you can start 
throwing wrestlers all over the ring with 
some skill, but if you're the kind of 


person who likes to know the ins and 
outs of the game then you can check 
out the Tutorial mode which contains all 
the information you'll ever need. 

With all the match props a fan could 
possibly ask for (including tables, 
ladders, chairs, cages, cells and 
everything else under the sun), a 
decent selection of wrestlers and some 
pretty smart graphics, it looks like THQ 
might have finally found the winning 
formula for wrestling games on the 
GameCube. Of course, the fact that the 
bar has been stepped up quite a bit by 
recent competition from EA's Def Jam 
Vendetta and Aki (whose Ultimate 
Muscle game was reviewed under its 
Japanese name, Kinnikuman II, in issue 
16) means THQ shouldn't get too 
complacent just yet. Just because you've 
got a licence under your belt, doesn't 
mean you shouldn't be looking over 
your shoulder at what's coming 
up from behind 


“YUKES HAS TAKEN THE 
WHOLE THING BACK TO THE 
DRAWING BOARD IN AN 
EFFORT TO RIP OUT ALL 
THAT WAS WRONG BEFORE” 


A DISH BEST SERUED COLD 


STORY MODE, THY NAME IS REVENGE 


AjN Pick your location, then 

V*/ kick some arse. . 
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With Wrestlemania X8 
lacking a Career mode of 
any kind (and therefore 
disappointing the fans even 
more), THQ needed to 
come up with something a 
bit special to make up for it 
in the follow-up. The result 
is Revenge - a story-led 
mode where, after picking 
your character, the player 
gets thrown out of the WWE 
by Mr McMahon and told 
never to return. To make it 
back, you'll have to fight 
through various missions in 
numerous locations, 
completing each stage's 
criteria before you can 
move on and maybe (just 
maybe) make it back in 
time for Wrestlemania. 

While this is certainly a 
novel concept, we're a bit 
concerned that THQ may 
have once again totally 
misjudged what the fans 
want Wrestling games 
should have progressive 
Career modes where you 
can pick your wrestler and 
then take them through the 
world of the WWE, winning 
belts and taking part in 
storylines - not fighting in 
shopping malls, 
construction sites and 
harbours against a 
multitude of faceless 
workers and security 
guards. Hasn't THQ learnt 
from past mistakes? 



BETTER THRfl BEFORE, BUT 5TILL LRCHiriG 


■ Certainly from a playing 
point of view, 
Wrestlemania XIX is a 



o Better graphics than last time 
o More wrestlers than last time 
Q Controls still feel slightly sluggish 
O Revenge mode - wassup wi'dat? 


marked improvement over 
the last disappointment. 
However, considering the 
competition plays a bit 
better, THQ is really going 
to have to step up its 
game sometime soon. 
We'll leave it up to the 
fans when it comes to 
making the decision. 












GAUNTLET: 
DARK IfGACY 

GAMECUBE 


THE COMPANY LINE 

“COLLECT SALVAGED 
PARTS FROM 
DESTROYED VEHICLES 
TO UNLOCK HIDDEN 
ITEMS SUCH AS 
NITROUS THRUST, 
ARMOUR PLATING 
AND DEATH 
MATCH ARENAS” 

MIDWAY PRESS RELEASE 


DIOVDUI-WIDIU ...'FLDRIDR RDRDHILL' 15 THE BEST BDDH EUER. 5RV5 IT1ILE5. 


Drive-by shootings 
are so passe 

LIKE A STRANGE mix of Twisted Metal 
and Grand Theft Auto, Roadkill is a violent 
game from Midway that tells the story of 
a lowly gang member who participates in 
a number of missions to eventually lead a 
bloodthirsty crew into battle, using heavily 
modified cars in several strange and won¬ 
derful arenas to rise to the top. All set in 
an post-apocalyptic world, of course. 

The unique element of Roadkill is that 
the player dictates the pace of the game. 
Instead of progressing from one mission 
to the next in a linear order, you instead 
roam the three main areas - Blister 
Canyon, Paradise City and Lava Falls — 
doing as you wish. Running over civilians 
(who will cling to your motor in a bloody 
mess), starting fights and generally caus¬ 
ing havoc are the key ways to build 
alliances and gain enemies from the 
seven different gangs that inhabit the 
cities. All your activities influence your 
reputation meter to some degree and 
you can even start riots! You'll also be 
able to collect an array of parts and 
weapons that allow you to upgrade your 
vehicle. There are over 30 different cars 
to base your creations on so you're 
unlikely to tire of this option quickly. 

One of your best friends in the world 
of Roadkill will be your radio. As well as 
playing licensed tunes from the Seventies 
and Eighties it'll also pick up local trans¬ 
missions, detailing mission objectives, 
tips on where the best kills are and even 
report the current bounty on your own 
head. We're definitely interested in seeing 
how this one turns out especially since it 
will support up to four players ■■■■ 
in Deathmatch mode. 
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Armour plating from destroyed 
vehicles handy! 


As fairly mindless blasters go Roadkill is looking 
rather nice with loads of cool pyrotechnics 


o Heavy customisation 
O Looks underwhelming at this stage 

■ With Roadkill, things could swing 
either way. This may be a sleeper hit 
enabling people to go wild in a ruined 
world and upgrade their wheeled 
weapon to their specifications. The new 
Twisted Metal perhaps. 




















rs get down with 
selves. Innit 
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PUBLISHER: ACCLAIM 


DEVELOPER: SILICON DREAMS 


SPORTS 


PLAYERS: 1-4 


Kicking through the concrete jungle 


LEGO FOOTBALL 
MANIA 

PS2 

UEFA Cl SEASON 
01/02 

PC 

SECA 

WORLDWIDE 
SOCCER ‘00 

OREAMCAST 



CLEARLY, PLAYING FOOTBALL in a 

field with rules is far too pass£ for some. 
Well, this is the case judging from 
Acclaim's latest offering. Urban Freestyle 
Soccer places you in the steaming train¬ 
ers of an 'urban gang', pitting you 
against 16 other similarly aggressive- 


to allow a player to immediately start 
performing fancy foot-trickery, which will 
both confuse your opponent and make 
them look like elephants in the process. 
If you string these special moves togeth¬ 
er into combos you'll earn special points 
which you can spend on opening more 
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It's not quite 
the Bernabeu 
or the San 
Siro. In fact it's 
not even 
Fratton Park, 
which is saying 
something! 




THE COMPANY LINE 

“THIS ACTION- 
PACKED FOUR-ON- 
FOUR FOOTBAli FEAST 
ENCOMPASSES 
EVERYTHING THAT’S 
GREAT ABOUT THE 
BEAUTIFUL GAME” 

ACCLAIM PRESS RELEASE 

TOLD-E 


Boys in the park, jumpers for goal¬ 
posts, isn't it? 


looking groups of people in the battle¬ 
field that is urban soccer. You'll be play¬ 
ing on old basketball courts, car parks 
and all manner of grotty inner-city are¬ 
nas, manoeuvring the ball around old 
shopping trolleys and scoring goals 
marked out by the likes of traffic cones 
and garage doors. 

The gameplay itself is pretty much 
what you'd expect with this kind of title. 
All rules are seemingly thrown out the 
window leaving you free to punch, kick 
and slide into your opponents' weaker 
appendages, and not always in the 
name of gaining the ball. Urban 
Freestyle Soccer will also employ a con¬ 
trol method that will be intuitive enough 


game options, mini-games and boost 
your team's stats. This mix of barefaced 
violence and combo-based gameplay 
evokes memories of Sega Soccer Slam, 
which we were (and still are) huge fans 
of. 

For a console with four controller ports 
and a fine selection of other multiplayer 
games, we find it odd that there is such 
sparseness in the GameCube's football 
library. With only Sega Soccer Slam, Virtua 
Striker, Winning Eleven and the FIFA 
series to choose from we'll happily wel¬ 
come any new take on the theme with 
open arms and we must say that this style 
of football has us intrigued. Our 
verdict will be forthcoming. 
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O Fast paced and violent 
O Very similar to Sega Soccer Slam 

■ Strip away the gritty presentation and 
Urban Freestyle Soccer would lose 
much of its appeal. However, as Noddy 
Holder proved, this is not necessarily 
bad (whaaa? - Ed). All the cool moves 
could make this a multiplayer hit 
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A BIT OF PREVIOUS 


PITHUi HARRY 


Welcome to 
the jungle 
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PITFALL HARRY 


ACTIl/ISION 


:: 


EDGE OF REALITY 


ORIGIf:: 


PLATFORM 


PLAYERS 


SWDERMAN 


THPS3 


MONSTER TRUCK 
MADNESS 

N64 
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THE COMPANY LINE 

“CLASSIC VINE¬ 
SWINGING AND 
PIT-HOPPING ACTION 
COMBINED WITH 
HARRY’S QUIRKY 
SENSE OF HUMOUR 
WILL MAKE PITFALL 
HARRY ONE OF THE 
MOST SOUGHT-AFTER 
TITLES OF THE YEAR’’ 

ACTIVISION PRESS RELEASE 

CUBE TOUCHED 

'Sought-after' implies rarity. Why are 
there not going to be many copies 
released then? 




There's nothing like kicking the wildlife 
around when you need to chill out 


Activision brings us 
another reworking of 
a once classic title... 

THINKING ABOUT THE increasing 
number of rehashes of retro games 
appearing on next generation consoles, 
we've begun to wonder exactly what 
audience publishers think they're 
targetting with these games. After all, 
anyone old enough to remember Pitfall 
the first time round probably owned an 
Atari 2600 and is unlikely to be that 
bothered about what, at first glance at 
least, appears to be a generic and cutesy 
GameCube update aimed at youngsters. 
Still, that's not to say Pitfall is without 
potential for fun. 

Think Crash Bandicoot meets Indiana 
Jones with just a touch of novelty to the 
control system and that's pretty much 
exactly what you're being offered. 
Locations are suitably tropical and 
precarious, littered as they are with 
crocs, piranhas and rock-lobbing Aztecs. 
Progression is straightforward - slay the 
enemies, pull the switches, jump the 
obstacles - and the gameplay is set at a 
frantic pace. Control-wise the novelty is 
that the character's right hand marries 
up with the right analogue stick so that 
whatever you're clasping, be it an ice 
pick or paddle, reacts accordingly to how 
you wave your right thumb. 

For a game aimed at the younger 
market (the visuals are hardly cutting- 
edge noir), Pitfall Harry is surprisingly 
testing. Some sections require precision 
jumping and could easily get frustrating, 
which is, in fact, much how the first 
Pitfall game played. However, plenty of 
restart points mean you won't spend too 
long traipsing over old ground. 




■ Plays well enough and it's heartening 
to see that the camera can be moved, 
avoiding the usual, ahem, pitfalls of the 
genre. There are no needless mistakes 
caused by bad design. Plus that right 
analogue stick control is quite neat 

















EVERYBODY S FAVOURITE SUPER POWERED SPEEO HERO EMBARKS ON HIS MOST EPIC AND OARING AOVENTURE YET ON NINTENOO 6AMECUBE! ENTER THE AWESOME 
FRANTIC NEW WORIO OF SONIC. TRAVEL AT HYPERSPEED TO FACE WILD NEW CHALLENGES WITH ALL HIS FRIENDS. OON T MISS THE GREATEST SONIC GAME EVER! 




















Exciting new 


exclusively 

revealed! 
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PUBLISHER: ACTIVISION 


III F!flp: FACTORS 


GENRE: 


PLAYERS: 1-2 

















"NEXT MONTH’S 
ROGUE SQUADRON III 
SOME AMAZING NEW 


WILL CONTAIN A 
COVER-DISC CONTAINING 
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■ Factor 5 has completely re-written its 
| lighting routines, and the results are truly 
Hfij stunning. It's hard to see in these stills, but 
H the light plays off everything in this scene. 

i Next month's footage will tell you 
■■ everything you need to know. 


ATTACK 


■ The Al has been improved across the 
board, and this will be most noticeable in 
the behaviour of the Ties and your 
wingmen. The latter were reasonably 
useful in Rogue Leader, but you'll this 
time you'll really notice the difference. 


■ Fans of the previous game will no 
doubt have been impressed by the Star 
Destroyers, but the polygon count on all 
the ships has been increased even further 
this time around. The team really has 
pushed the machine to its limit. 


EVERYONE LIKES STAR Wars, right? 

Well, that's what we thought, but Steph 
met someone the other day who had 
never heard of Star Wars. NEVER. We 
just had to share that with you... 

Now we've got that off our chest we 
can continue with what has to be the 
most definitive coverage of Factor 5's 
second GameCube project: Rogue 


Squadron III . We've already brought you 
a four-page In-Depth feature as well as 
some gorgeous disc footage but this 
month's feature rates even higher on the 
special-o-meter. What follows are eight 
pages of World Exclusive screens, 
gameplay information (based on 
intensive hands-on play) and a revealing 
interview with Factor 5 head-honcho 


Julian Eggebrecht. If we have one regret 
it's that we couldn't quite get the 
footage sorted in time for this month's 
DVD, but that just means that next issue 
will feature a special edition Rogue 
Squadron III cover-disc. Believe us, some 
of the footage is unbelievable. Anyway, 
we were supposed to be blowing this 
game apart so we'll get on with it... 



FRDm THE IT1RHER5 OF.. 


ROGUE LEADER 


■ A technical showcase 

» 

for the GC, and the best 

Star Wars title in 
existence. A little 

shallow in places 


though. 


LtOTALGAMES.NET RATING 91% J 













We simply don't have enough room to take you through every single level that we 
played, but here's a quick walkthrough for the new Hoth level. In both Rogue 
Squadron and Rogue Leader the Hoth missions were practically identical, so you'll 
be pleased to hear that this time a number of cool new features have been added. 

The mission starts off where Luke crashes his Snowspeeder. In previous games the 
action would switch back to Wedge in the other Snowspeeder, but this time you get 
to control Luke on the planet's surface. The first thing you notice is that the ground is 
not only bump-mapped, but it's also modelled to be bumpy as well. Luke has to fend 
off the Stormtroopers with his blaster before helping Rogue Squadron to take out the 
AT-ATs. This is done by standing between their legs and shooting the harpoon gun 
above your head (just tap the C-stick). Once attached you can use the Analogue stick 
to pull yourself up. The A button controls the lightsaber, which is needed to open a 
panel in the AT-ATs underside. A quick tap of the B button switches the camera to a 
first-person view, enabling you to aim into the hole and chuck in a thermal detonator. 
One AT-AT down, two to go. With the AT-ATs taken care of, you need to get to the 
other side of the frozen desert to help the Rebel troops. The taun-tauns are the ideal 
means of transport. Luke can still fire his blaster while controlling the animal with the 
Analogue Stick. Wedge and co are taking down AT-ATs and AT-STs all around you, so 
you have to dodge the giant robots as they fall, as well as shooting down the 
Stormtroopers and Droids. You arrive just in time to see a number of cargo ships 
dropping troops and AT-STs. Luckily there's a laser-cannon nearby, and you can 
control it from a first-person viewpoint. 

The final part of the mission is the classic 'protect the cargo ships as they escape' 
section. The main difference is in the sheer number of enemies that scream towards 
you. We counted over 70 (!!) Fighters, Interceptors and Bombers on the screen at 
once. There are also low-lying clouds that you will inevitably fly through as you climb 
to chase down the stray Bombers and the transparency effects are very impressive. 




We've had many emails from people 
worried that RS will be nothing more 
than Rogue Leader on steroids, and to 
be honest with you before now we 
couldn't assure you to the contrary as 
we simply hadn't played it enough. 

Now though we have, and what follows 
is a detailed description of everything 
we have seen: 

RS starts in the same pleasing 
manner that we've come to expect, ie 
grand intro with a brief storyline 
scrolling into the distance. The camera 
then pans around to the DeathStar, 
which gets blown to pieces (post 
Trench-run sequence). Cue the 
remaining Empire fleet heading over to 
the water-world of Yavin 4 where a 
massive battle ensues. Yavin 4 (albeit a 
slightly different setting) appeared in the 
previous game and the upgrades are 
immediately apparent. The animation on 
the waves is amazing - the fact that the 
team has put so much effort into 
something you'll hardly ever be low 
enough to see is indicative of how the 
rest of the game will turn out. It reminds 
us of the feeling Pilotwings 64 gave us, 
and considering that Factor 5 is currently 
working on the Pilotwings sequel this is 
a very good thing. The grasslands of 
Yavin 4 now have bump-mapping 
applied to them to give the ground that 







CONSIST OF REALISTIC-LOOKING SHIP INNAROS 
COMING STRAIGHT AT YOU” 
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BACK TO BASICS 


WHERE’S MY WIRE TEAM? 

Here's a little bit of an insight into how the ship 
models look before they get covered in those lovely 
textures. The ships are created in Maya using wire¬ 
frames before the textures are imported onto them. 
It's not just a case of making the models as detailed 
as possible though. Once the ship is made, it has to 
be tested in its environment. In order for the game 
to run smoothly the modeller may have to go back 
and cut down the number of polygons. This is a 
painful, lengthly process. 



extra feeling of depth. You'll be pleased 
to hear that the framerate is now a 
constant 60fps, no matter how much 
action is going on. The explosions too 
have been souped up, with plumes of 
flaming debris flying across the sky 
when you blow something up. Another 
little extra comes in the form of the 
debris itself - instead of wafer thin 
squares, realistic looking ship innards 
come flying towards you. 

After this mission our playable demo 
moves onto a third-person level. We've 
been a bit worried about these sections 
as they were looking twitchy, but we're 
pleased to report that they're coming 
along really well. The auto-aiming is 
quite generous - point in the general 
direction and a green lock-on cursor 
will appear over an enemy. Depending 
on how close you are to the enemy, 


between one and three shots will take 
them out. As with every ship in the 
game, your blaster has a meter. If you 
continually hammer the A button your 
meter will quickly run down and your 
shots will be extremely weak. There are 
reflections everywhere in the Death Star 
level, and lighting plays a big part. 
Because all the lighting is real-time you 
can shoot out the lights and put a 
corridor in total darkness (aside from 
the glowing circuits). Third-person 
mode also has a jump function (for 
getting past small blockades etc) and a 
binocular function (used for scouting an 
area before you go running in like a 
madman). The only problem with this 
part of the game is the camera - at the 
moment you can't see what's round a 
corner and end up running into enemy 
fire. Factor 5 has made a point of saying 


© Doesn't he look amazing? Yoda will 

■ ■ 


teach you the ways < 


i Jedi 




































that this will be tweaked right up to the 
last minute, but it's going to be a 
challenge to get it right. 

The next level sees us setting down 
on the planet Ralltir. The mission takes 
place in and around a derelict city 
crawling with AT-ATs, AT-STs, AT-PTs, 
armoured tanks and Stormtrooper 
L units. Your Snowspeeder takes on a 
0 whole new role in this level, and as 
well as using your harpoon to 
ensnare AT-ATs you can also pick up 
bombs and use them to take out 
i suspension bridges leading into the 
city. Another section sees you 
jumping into an AT-ST and 
navigating through the maze-like, 
burned-out city, fighting off other 
AT-STs on your way. The graphics in 
this level resemble a post- 
I apocalyptic New York. Though 
Wm the/re not much to look at, 
technically these levels are 
phenomenal. The entire lower 
atmosphere is filled with a thick, red 
dusty hue. The lighting that Factor 5 
often speaks of really comes into play 
here as the low sun burns through the 
dust layer. Great stuff. 
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© Blast through the rocks to create 
a safe path for the Frigates 


LEARN THE WAYS 


DO 


OR 


DO 


NOT 


THERE 


!S 


NO 


TRY 


Before now we had no idea that Luke's Jedi Training mission would 
appear in the game. This mission sees you setting down on 
Dagobah and meeting Master Yoda in order to hone your Jedi skills. 
You'll need to pass certain tests such as a lengthly obstacle course, 
lightsaber challenges and mind-control sessions. 

Factor 5 is hoping to use the original voiceovers from the film, but 
the background sound effects were enough to keep us very happy. 

Luke even has his Dagobah training clothes on, and Yoda himself 
has been modelled extremely well. 





















“AS WELL AS TAKING DOWN AT-ATS, THE 
SNOWSPEEDERS CAN ALSO USE THEIR 
HARPOONS TO PICK UP ANO OROP BOMBS” 


* 44 44 




Just when we'd almost forgotten about 
the existence of outer space we get 
chucked right in the middle of an intense 
asteroid field battle. The fleet has been 
forced to travel through a dense asteroid 
belt in order to get away from the 
Empire. It's Rogue Squadron's job to 
protect the fleet from the Ties, but your 
immediate worry comes in the form of 
the huge asteroids that threaten to take 



out the Frigate Ships. You need to weave 
in and out of the asteroids' paths while 
blowing them up... oh, and keep an eye 
on the Ties at the same time. The 
Frigates themselves are awesome 
creations that have had their polygon 
count upped considerably since last time. 
Couple this with the bump-mapping and 
the light coming from the nearby sun, 
and you've got a gorgeous scene. 


















JE: Basically I was bored while 
finishing school in Germany in 1989 
and had a group of friends who were 
hugely into videogames. We decided 
that we would do our own games, 
hoped we had the talent and I was 
the one to get contacts with potential 
publishers - so I racked up quite a bill 
with my parents' phone and started 
harassing Lucasfilm Games (these 
days known as LucasArts), Electronic 
Arts and some British companies. I 
guess I was persistent enough 
because we got our first deal via 
Lucasfilm Games and I guess the rest 
is history. 

CUBE: Top 3 videogames of all 
time? 

JE: Robotron: 2084 (Arcade), Mario 
64 (N64), M.U.LE. (Atari 800) 

CUBE: When did work begin on 
Rebel Strikel 

JE: Right after finishing Rogue 
Leader and taking a month-long break 
- so first design ideas where thrown 
around in November of 2001, and the 
whole design was done in March 
2002. We immediately started on 
prototypes of the forest sequences 


Rogue Leader so it was essential to 
get a very aggressive streaming engine 
going for Rebel Strike to circumvent 
the small 24 MB memory footprint 
We ended up streaming everything 
constantly - so even as you approach 
buildings and landscape details, even 
the textures are fetched in from disk 
while you make it through the level. 

CUBE: Some levels in Rogue 
Leader were far harder than others - 
have you altered the difficulty this 
time round? 

JE: We are doing everything to make 
the game easier and more consistent. 
Going by the track record of the 
Rogue Squadron series it is a 
challenge, but the spell needs to be 
broken at one point 

CUBE: The third-person sections 
look a little bit twitchy at the moment. 
Has it been difficult to get this aspect 
of the game just right? 

JE: Absolutely. It's tough to find a 
balance between frantic action and 
slipping into the deliberate tempo of a 
first-person shooter, something we 
absolutely want to avoid. We will 


Soon after escaping the Empire for the 
umpteenth time, the Rebels receive 
information concerning strange goings on in 
an un-chartered sector. Luke goes off to 
Dagobah, but the rest of Rogue Squadron 
find themselves travelling down mysterious 
gas corridors, a section which is very similar 
in gameplay terms to the Death Star 
escape. Along the way you are ambushed 
by the brand new enemies in the game - 
the Tie Hunters! These concept Ties are 
extremely fast, faster even than Tie 
Interceptors. As if that's not bad enough, 
the area is filled with a dense green fog, so 
your A-Wing's lock-on missiles are the only 
way to deal with them. 

The action now skips back to Luke, who 
has landed on the swamp world of 
Dagobah, and here's the news that every 
Star Wars fan wants to here: yes, you do 
indeed get to play out the Jedi training 


sections of the film! We've dedicated a 
section to this elsewhere in the feature, but 
rest assured it looks very cool. The third- 
person action continues on the forest moon 
of Endor, and yes, this is where you get to 
use your lightsaber. After falling from your 
Speederbike and trashing it you need to 
find another one. The only way to get one is 
to take down a passing Stormtrooper. Your 
radar shows you roughly which direction 
they're coming from, but the thick 
undergrowth makes it hard to see them 
until the last minute. You can chop some of 
the trees down to make it a little easier and 
wave your lightsaber about in order to 
deflect the laser blasts, then jump up and 
take out the Stormtrooper. 

The final level we got to play was the 
escape from the Death Star. It comes 
complete with footage from the original film 
where Han and Luke are dressed up in 


and Hoth, both of them huge 
technical undertakings, which were 
needed as proof that we would be 
able to pull off the design. 

CUBE: Now that you've managed 
to get so much extra performance out 
of the GameCube, is there anywhere 
else to go? 

JE: Honestly, I don't think so. Maybe 
with lots and lots of pain there are a 
few more percent to be squeezed out 
but Rebel Strike is pretty much it. 
We've utilized every bit of the machine 
with all the knowledge of a developer 
who has worked even on the paper 
specs of the hardware (Factor 5 were 
involved with the design of the 
machine - CUBE). At Factor 5 our 
motto has always been to give it a 
pretty good shot for the first- 
generation title and max the machine 
out with the second-generation - 
that's what we did on the N64 with 
Rogue Squadron as our first-gen, and 
Indiana Jones and Battle For Naboo 
as the second gen titles. 

CUBE: What features of the game 
are you most impressed with? 

JE: Two main things stand out the 
most to me: the new atmospheric 
lighting engine which simulates the 
distribution of light in a more or less 
physically correct way in real-time, and 
the amount of streaming we are 
doing. We maxed out the memory 
restrictions of the GameCube with 


tweak these levels until the last 
minute of development. 

CUBE: Can you tell us about any 
cool new features in the game that 
haven't been shown yet? 

JE: In our desert level on the planet 
Ralltir we explore completely new 
ways to use the Airspeeder's tow 
cable. You grab a bomb in mid-flight 
and drag it through the ruins of a 
bumed-out city to blow up bridges on 
the city perimeter. One of the little 
known things is the Dagobah level in 
which Luke receives his Jedi training 
with master Yoda. And finally, we have 
a sub-level in which you hop into a 
Tie Bomber and make it through a 
chasm of ice on one of the moons 
around the planet Bakura. The Tie 
Bomber cannot shoot lasers so you 
solely rely on lock-on missiles. 

CUBE: Did you ever consider LAN 
for the co-op missions, or is it too late 
in the day for that? 

JE: We did consider it but discarded 
it in the early stages of the design. Our 
multi-player focus is two players on 
one screen. If the Rogue Squadron 
series goes online it will be a massive 
undertaking, certainly not something 
we could do justice to as a subset of 
Rebel Strike. It won't happen on the 
GameCube but of course it is the next 
logical step for the franchise. Our co¬ 
op and Vs modes are just the right 
thing for Rogue Leader fanatics. 



BODY SWAPPING 


CONTROL THEM ALL! 


As we've mentioned elsewhere the third- 
person sections are going to be the toughest 
parts to get right, but they have the potential 
to be fantastic. The characters are all modelled 
really well and their outfits change depending 
on what planet they are on. 

During the course of the game you'll get to 
control Luke, Han, Leia and Chewie while they 

trundle over Hoth and explore the Death Star. Clothing includes training gear, 
jumpsuits, dresses, Tatooine overalls and even enemy disguises. 
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“RS IS THE MOST TECHNICALLY 
ON THE GC SO FAR — YES, EVEN MORE 
IMPRESSIVE THAN THE MIGHTY F-ZERO 


r E TITLE 


'll 



Stormtrooper suits and use Chewie to 
escape. Short film clips link the gameplay 
sections, and half way through the group 
gets split up. Luke has to use his harpoon 
gun to get him and Leia across gaping 
chasms. Sadly though the level ends before 
you get to the section where Luke confronts 
Vader. Will this bit even be in the game? 
Factor 5 won't say (hey, they can't reveal 
ALL the secrets to us), but we'll never 
forgive them if it isn't. 

So there you go - that should be more 
than enough to convince you that RS will 
definitely be worth purchasing. It has more 
depth than previous games and is also the 
most technically impressive title we've seen 
so far — yes, even more impressive than F- 
Zero CX. If you're interested in the 
multiplayer sections, see the boxout To top it 
all off, just remember RS is only ■■■■ 
two months away. 




© The Multiplayer 
aspect has had a 
lot of time spent on it, 
but sadly there's no 
LAN or online play this 
time around 


■ If we had any criticisms of 
Rogue Leader, they would be 
directed towards the slightly 
shallow gameplay and the 
framerate on some of the levels. 
From what we've seen Factor 5 
has now solved both these 
problems with multiple gameplay 
modes and a near-constant 60fp$ 
update. As long as the cameras 
get sorted for the third-person 
sections, the gameplay will 
match the stunning I^EI 

visuals and audio. L. 1 . -J 


All the ships have a slightly increased 
polygon count and it shows 


It's a well-known fact now that RS will include the 
entire Rogue Leader game as a co-op option, but 
until now we weren't too sure what other levels 
would turn up in multiplayer. 

Two new levels have been revealed in the form of 
Yavin 4 MK II and Endor. The Yavin 4 level is based 
on the RS version of the planet and the Endor level 
lets you take part in a Speederbike race. Each player 
has five lives (a life is lost each time you crash) in 
which to get to the end of the course. 













GameCube finally 

gets its own Gran Turismo! 


different ends of the spectrum, but by 
the time Ridge Racer had gone through 
its Revolution, Rage, Rave and RR4 
incarnations it was quite apparent that 
the development team was slowly trying 
to move the feel of the game towards 
the simulation end of the scale. 

The name for Namco's new racer 
pretty much says it all. With R: Racing 
Evolution Namco is trying to avoid the 
Ridge Racer- haters. This is definitely not 


IT’S QUITE AN accomplishment when 
you think about it. Nintendo has 
managed to go through its entire 64-bit 
lifespan and much of its 128-bit 
existence without ever having a decent 
racing simulation title. There have been 
great racers along similar lines (World 
Driver Championship, and, erm... 
oh, that's it), but nothing has 
ever matched the depth and 
attention to detail that Sony's 


racer offered. Come to think of it, there 
haven't really been that many decent 
car-based arcade racers either. We've 
already mentioned WDC on the N64, 
and Ridge Racer 64 was cool, if a little 
removed from the true feeling of the 
series, but Nintendo gamers missed out 
on the two flagship car-racing franchises 
of the last decade: Ridge Racer from 
Namco and Gran Turismo from Sony. 
The two games started off at totally 













“IMAMCO IS TRYING TO 
CROWN, BUT IT'S ALSO 
THAT GRAN TURISMO 



SONY'S 
SOMETHING 



EVOLUTION 


another Ridge Racer game, but the 
name is similar enough to grab fans of 
that series, and so it should because 
Evolution is being worked on by many 
of the same people. With Evolution 
Namco is trying to challenge Sony's 
crown, but it's also offering something 
that Gran Turismo doesn't - character. 
Gran Turismo has always been quite an 
empty affair. Yes it has impressive depth 
when it comes to car options, but there 


are no actual characters to identify with. 
Evolution on the other hand is 
emphasising this aspect above all 
others. Not only are there driver 
characters in the game, but also pit 
crews, sponsors and character 
interaction to go with the racing 
suspension kits and licensed vehicles. 

Fans of the arcade-style Ridge Racer 
may wonder why Namco is going down 
the simulation path, but all you have to 


do is look at the sales figures to find the 
answer. Ridge Racer and RR Revolution 
sold bucket-loads, but with the advent of 
Gran Turismo, the unrealistic powerslides 
lost their popularity. Sales of Rage Racer 
compared to Gran Turismo, or similarly 
RR4 compared to GT3 were meagre and 
GT is now firmly established as the top 
console racing franchise. Obviously R: 
Racing Evolution has it's work cut out 
going up against Gran Turismo 4. 



SOUL CALIBUn II 


■ The finest 3D beat 
'em up m existence gets 
a complete overhaul for 
the GameCube. A joy to 
play and marvellous in 
every way. 

r 
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Rena gets mouthy in the cut- 
scenes if her engineers screw up 


NAMCO IS THROWING a lot of weight 
behind Evolution. Moto-GP's Isao 
Nakamura has teamed up with Ridge 
Racer's Hideo Teramoto to create the 
perfect mix of the two racing extremes. 
Talent has also been drafted in from the 
Ace Combat team and Tekken's FMV 
masters. Even the characters have a big 
name behind them in the form of 
Tekken 3 and Soul Calibur ll's Kawano- 
san. This is all very well, but the one 
question that everyone wants answered 
is whether it'll be as good as Gran 
Turismo. At this stage it's difficult to say. 
Having only been granted a brief hands- 
on at E3 we don't know enough about 
the game just yet, but there are certain 
aspects we can comment on. For 
example, the car models that you see in 
these screenshots are the finished 
article, or at least very close to it. From 
what we've seen, Evolution is matching 
Gran Turismo 3 in terms of polys. Then 









"TECHNICALLY EVOLUTION LIES SOMEWHERE 
BETWEEN GRAN TURISMO 3 ANO GRAN TURISMO 
4... THAT’S GREAT NEWS FOR RACING FANS” 


you have to take into account the fact 
that the GameCube's on-board effects 
will make it look a little nicer. Whether 
Evolution stands up to CT4 is a more 
difficult question, however. Polyphony 
Digital has spent around four years with 
the PS2 hardware and the result is that 
CT4 looks phenomenal. Evolution is 
being developed in the same way that 
Soul Calibur II was, so it will look 
considerably better on the GameCube 
than it will on the PS2, but it won't be 
built from the ground up with the 
GameCube in mind. This basically 
means that Evolution will lie 
somewhere between CT3 and CT4, 
which is fine by us. 

Until recently it was very difficult to 
tell just how good Evolution would be. 
An Impreza 555 racing through a forest 
course as part of what blatantly wasn't 
in-game footage didn't give much of an 
idea. Now though, we've seen videos of a 


Hey, come on - every racer has 
xH? to nave an oval track, right? 
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TEAM PLAYERS 


LET THE WOMAN DRIVER 


JOKES BEGIN... 


The main gameplay mode in Evolution moulds the 
structure and feel for the entire game. Racing Life 
sees you assuming the role of a young female driver 
by the name of Rena Hayami. It tells the story 
of Rena's racing career, starting out from the 
bottom and gradually earning medals, cash 
and cars. Your team is owned by Steve f 

Gamier, hence the Gamier logo on Rena's 4 

outfit. Eddie O'Brian is your service 
engineer, and it's he who appears in the CES 
garage, helping you with upgrades and 
the pros and cons of various vehicles. The H TBT 
two characters will also be heard on your flj W 
radio during races, providing in-game 
chatter, encouraging comments, pitting 
tips and cornering advice. Namco has 
promised that this won't be anywhere 
near as cheesy as Ridge Racer's “Hey, he's 
right on your tail. 1 " and "Wow! It's a new record!" ^ 
Throughout Rena's career she'll be up against 
many other drivers, the most significant of whom is 
Team Riccardi's Gina Cavalli. The storyline is filled in 
with FMV cut-scenes, which highlight the intense 
rivalry between the two girls - they'll be exchanging 
more than a few evil glares throughout the game. 


-• 


/T\ Gina looks to 
K!£f be a bit of a 
bee hutch - as 
Rena's main 
rival she'll be 
cutting you up 
at all times 
during the race 



















Other aspects of the game that Namco is keeping schtum 
about are the track details. All we know is that there will be 
14 courses, and that these will be split between real-life 
and fictitious settings. Whether the A-B Drag strips 

K e included in these 14 is as yet unknown. 

5 team is keen to appease gamers with a 
ew well-known tracks but to keep 
everything fresh there will be a whole set 
of new and challenging tracks as well. 
The shots on this page show you just 
how detailed the tracks are, and 
indicate we're in for a bit of a treat. 


POSITION: PRODUCER 
COMPANY: NAMCO LIMITED 


Nakamura-san also lectures once a week on videogame 
producing know how, as a professor at a college. 

OUOE: How did you get into the videogames industry? 
IN: After graduating, I was looking for a challenging job. I 
thought of a job involving the creation of videogames, my 
most favourite entertainment for a long time. I was a big 
Namco fan so I chose to start my career with Namco. 

CUBE: What are your Top 3 videogames of all time? 

IN: 500CP (arcade), Moto CP series (PS2), Assault (arcade) 

CUT ; Can you tell us what other racing games R Racing 
is like? Is it very similar to Cran Turismo ? 

IN: As a simple comparison, our game is quite similar to 
CT ; however, our game has a number of features which CT 
does not contain. Also, there are absolute differences in the 
game controls between R and CT. I believe this difference is 
a very important element, because we are creating and 
providing a game which players can control as they like, not 
as a motion picture. 

CUBE: Why have you decided to go with a realistic racing 
approach? 

IN: Firstly, we realised that was what game users 
demanded Secondly, we simply wanted to find out what 
kind of racing game we were able to create using our 
present simulation technology. We have htgh-skill techniques 
which were developed over the last ten years. R is a new 
style of racing game for Namco. 

CUf ; > The new tracks in the game are beautiful - how 
many tracks will there be in the finished game, and how 
many of these will be real-life tracks? 

IN: There are 14 racing tracks in the game, and eight of 
these are real. 


. 


CURT?.: Out of all the cars in the game, which is your 
favourite? 

IN: My favourite car is the Advan Kondo S101, the car 
which entered this year's Le Mans race. 

CUBE: What car do you have in real-life? 

IN: Toyota Previa (in Japan, Estima Hybrid) It's a hybrid car 
with a dual fuel system. This is not a high power machine, 
but it is a high-tech car. I bought this one because I loved the 
technologies used in this vehicle. It has a heavy front part, so 
has a really strong under part; but the car alarm goes off 
every time I drift the car. This is like a game, isn't it? ;o) 

CUBt: Did you get to drive any of the cars in the game? 
IN: Yes. I drove a Mini Cooper S. I loved this car, and 
almost purchased it as my second-car 

CUBE: How many cars will there be in total? 

IN: About 35 cars will be in the game. 

CUBtT: Will the GameCube version have any special 
features like extra cars, CBA link-up or LAN options? 

IN: I believe such features are not contained yet 
maybe. Unfortunately. I cannot answer the question fully at 
this moment in time. 






“TRACKS WILL BE SPLIT 
AND FICTITIOUS 
EVERYTHING FRESH” 





Calsonic Skyline and the Dodge Viper 
tearing through Monaco. As you can see 
from the screens and the map overviews, 
Monaco has been recreated with 
stunning accuracy. The graphics engine 
has even allowed for CT4 -style mesh 
fencing and some beautiful reflection 
mapping on the car bodies. Namco likes 
to get its games to run at 60fps as a rule, 
and at the moment Evolution is sticking 
to that, albeit with only one car. We have 
yet to see more than one vehicle in 
motion on the track, although the still 
screens show evidence of six cars in any 
given race. 

So far, so good. The graphics are up 


to scratch and this is Namco so you 
know it will play well, but what of the 
options? Sadly, the development team 
is being very cagey about how in-depth 
you can go with the car parts. We 
know that the garage plays a significant 
part in the game but no shots of this 
section have been released. It's most 
likely that the team is keeping the finer 
details under wraps so as to avoid the 
curious gaze of rival publishers. We're 
expecting to go hands-on with a far 
more advanced version at the Tokyo 
Game Show in a month's time so we 
should have more details for 
you in a couple if issues time. 





■ CameCube racing fans the 
world over can breathe a sigh of 
relief. There may not be as many 
cars on offer as with certain 
other racers, but Evolution seems 
to be making up for it with a 
class and character of its own. 

For the first time ever a Nintendo 
console can hold its head up 
and be proud that it has a 
proper, licensed car-racing 
simulation. And it may not 
happen again for a long 
time, so make sure you 
take advantage of it! 
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CUBISTS 


IF EVER YOU needed a good example of why 
you should still have faith in the GameCube, 
then this month's reviews section is 
unmissable. We've been pretty down on 
Nintendo for the last few months, but 
only because we know that it is capable 
of stuff like this: first you have the 
exclusive big-hitters in the form of F~ 

Zero and Mario Coif. Then there are the 
exclusive niche titles (quality games for 
fans of the genre) such as PokGmon and 
PA/03. Last up you have the best multrformat, 
third-party titles with Italian Job and XCRA. 

Okay, okay, we're getting a little bit excited, 
but we must remind ourselves that 
September is always like this. Still, from now 
through to Easter there's plenty to look 
forward to: Final Fantasy, True Crime, Metal 
Gear, Rebel Strike, XIII, Beyond Good & Evil, 
Soul Calibur II, R Racing, Mario Kart, 

Mario Tennis, Killer 7, FIFA, 007, Harvest 
Moon, Splinter Cell FT, 1080° and plenty 
more. That's an impressive little list isn't it? 

Ahh, every now and then Nintendo puts a 
smile upon our face... 

H CHANDRA NAIR 


We're used to being highly impressed by Amusement Vision's 
titles, but this one takes the biscuit. The more we play it the more 
we love it. Game of the year? Ooohh, it's a toughy... 


The squirrels are due to start hiding nuts soon, but what do the team horde away? 


MllfS GUTTERY CHANDRA NAIR GARY ADAMS BYRON WILKINSON 




IN SAFE KEEPING: Packets of 
Rich Tea 

WHAT??: It's a little known fact 
outside of the CUBE offices 
that Miles is utterly addicted to 
biscuits. The boy gets through 
about half a dozen cups of tea 
a day, and each one is 
accompanied by a packet of 
the 'Rich' stuff. Tubby-tubby 


u 


CUBE 


IN SAFE KEEPIN6: Bits of paper 
WHAT??: Chandra's desk is a 
mess at the best of times: 
magazine flatplans, press 
releases, game manuals, record 
company contracts, 
competition entries, fan mail, 
girls' mobile numbers, fan-mail, 
record company rejections, 
girls' home number 



IN SAFE KEEPING: Dodgy photos 
and movie clips 
WHAT??: Whenever Gary is out 
of the office the CUBE team 
enjoys exploring the realms of 
his hard drive. Numerous 
movies of the Star Wars kid, fat 
versions of famous people 
come to think of it, fat people 
in general. 





IN SAFE KEEPIN6: Beans 
WHAT??: We're not too sure 
about this one - all we know 
is that Byron is continually 
going on about his 'tidy 
beans.’ In fact, whenever 
something pleases him he 
uses the phrase ‘tidy beans’, 
so they must be pretty 
damned special. 


TIMEMPEY MARTIN MATHERS STEPHANIE PEAT NICK TRENT 

IN SAFE KEEPING: Old Paragon 
Magazines 

WHAT 7 ? There was a time when 
Trenty used to sport many a 
different haircut ponytails, 
mullets, even undercuts! Mags 
such as Dreamcast Magazine 
and the like remind him of the 
good times, when life wasn't 
so harsh 


SUB r.OlfOR 
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IN SAFE KEEPING: Life's Secrets 
WHAT??: Newbie Tim is so new 
to the team that we don't 
know a single thing about 
him. Fave tipple, fave games of 
all time, where he comes 
from, waist size all of the 
important stuff is a mystery, 
but don't you worry, we ll 
break him down. 



IN SAFE KEEPING: Fish Fingers 
WHAT??: Marty boy's little 
meow meow loves a bit of 
the fishy stuff, so he carries 
around a plastic freezer bag 
all day, collecting anything 
that is even remotely fishy. 
This has got him into a lot of 
trouble down at the harbour 
just recently. 


m 




IN SAFE KEEPING: Vodka 
WHAT??: Following the busiest 
summer Bournemouth has 
ever seen, there was a brief 
Vodka shortage as tourists 
buned their faces in cheap 
Vokda Redbulls. 
Understandably Steph is taking 
preventative measures for 
next year. 
























100% UNOFFICIAL 100% UNBIASED 
THE ONIY REVIEWS YOU CAN TRUST 



It may have slipped behind Tiger Woods in terms of intuitive 
controls, but Camelot's first GameCube offering still serves up the 
same addictive gameplay as every other title in the series. 


<3 










ITALIAN JOB 

With no Stuntman 
coming our way, and 
Driver 3 shifted back to next 
year, Eidos' film license gives 
the mission-based driving fans 
just what they need. 

P.N.03 

We've already praised 
/ O the import version but 
now the PAL community can 
finally get their hands on it. 
Go on, sample some 
Production Studio 4 
loveliness. 

MADDEN 2004 

M For a good while now 
the name John Madden 
has been synonymous with 
the definitive American 
Football videogaming 
experience, and yet again EA 
proves the point. 

XGRA 

Q n "And if it hadn't been 
O L for those pesky F-Zero 
boys we would've gotten 
away with it too..." A great 
game, but as you may have 
suspected, nothing can touch 
F-Zero this month. 


STAR SOLDIER 

If you really, REALLY 
love your old-skool 
shoot-'em-ups then you might 
want to look at this. We're still 
trying to figure out why 
Hudson bothered. 

LODE RUNNER 

Q 1 If you really, REALLY, 
REALLY love your old- 
skool puzzlers, then you might 
want to look at this. We can't 
figure out why Hudson 
bothered at all. 


KIRBY’S AIR RIDE 

HAL seems to know 
exactly what the 
Japanese market wants, cos 
this has sold bucketloads in 
the Far East. We can't see 
what all the fuss is about. 

POKEMON CHANNEL 

If you go all ooey every 
time you see a Pikachu, 
you'll love this. If you just 
want to slap his squeaky 
yellow face you probably 
won't. Pika! Pika! 


WHAT DOES IT All MEAN? 

Confused? Suffering a spot of information overload perhaps? Use this handy 
guide to successfully navigate our info-packed reviews 


INFORMATION 

This is the place to look for 
all the essential statistics on 
the game including release 
dates, players, publisher, 
developer and whether or 
not you can watch movies of 
the game in action on 
TotalCames.Net 


.— ■ » 

COMMENT 

The reviewer's frank and 
honest opinions on what he 
or she thinks of the game 
will be right here. You'll be 
needing this to make up 
your own mind . 




BOXOUTS 

If you want more detailed information on 
what the game's all about, or hot tips on 
some of the tougher bits, the wide 
selection of boxouts are ideal for you. 


2ND OPINIONS 

If you're still not one 
hundred per cent sure 
whether you're going 
to take one expert's 
opinion, you'll find an 
alternative point of 
view right here. 


ALTERNATIVES 

Obviously, not every 
game will be to your 
taste so if there are 
titles that might be of 
interest instead, they'll 
be outlined here for 
you to think about. 


THE BREAKDOWN 


Confused as to the purpose of those big numbers stuck on the end of all the reviews? 
The meaning is explained below through the medium of words 


RATING 

90 © 


9.0 OR ABOVE 

Naturally, games sconng a 9.0 or over are well worth your hard- 
earned cash otherwise they wouldn't score so highly. Hey, we're 
professionals - give us a bit of credibility here, okay? 


RATING 


7 5 ^ 


7.5 > 8.9 

Although they haven't quite made it to the dizzy heights of 
greatness, games with this kind of score are still worthy of your 
attention and will no doubt keep you happy for a fair old while. 


RATING 


50 




5.0 > 7.4 

Yep, it's that tricky middle ground that a lot of games walk. With 
5.0 branding a game decidedly average, scoring up to 7.4 means 
you might want to try it if you're into that sort of thing. 


RATING 

25 © 


2.5 > 4.9 

If your granny gets you a game with a score like this, it's probably 
because she doesn't know any better or you just didn't tell her 
what you actually wanted. It's all your own fault really. 


RATING 

oo® 


0.0 > 2.4 

It's a sad fact that we have to review games this far down the scale 
but it's for your own good. Otherwise, you might actually go out 
and buy one of them. Shame on you! 


^) 65 | 
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■ STUNNING GRAPHICS 


■ 2,000 KPH AT 60FPS! 


■ EXPANSIVE CUSTOM MODE 


■ FANTASTIC MULTIPLAYER 


away in F-Zero. See 
ya got to fly. 


® inFDRmR 


PUBLISHER: NINTENDO 


DfiUELOI'f AMUSEMENT VISION 


22 BLOCKS 
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PLEASE SIR: Come first in 6 Grand Prix and you'll be 
interviewed by Mr Zero. Answering all the questions 
will earn you your characters' signature. 


Diamond Cup's Fire Field 
track is mind-blowing 


\ mgi 


■/mH 


iaoa 


Gentlemen... start your anti-gravity units! 


BEAUTY 


been looking forward to 
|:Hk’lim«Vl» thi« The F-Zero franchise 
has always been one of the favourites. Just like 
Mario, Zelda and Pilotwings, the adrenaline- 
fuelled racer has never disappointed, so when 
HAL Labs first showed a tantalising glimpse (by 
way of FMV in Super Smash Bros Melee ) of 
what a GC version could look like, racing fans 
everywhere could talk of little else. 

F-Zero CX is a joint venture between two 
masters of GameCube development and of 
superb gameplay; Nintendo and Amusement 
Vision. When you combine the creators of 
Zelda and Mario with the masterminds behind 
Daytona and Super Monkey Ball, you don't 
expect anything less than perfection, and 

you'll be pleased to hear that 
CX most certainly lives up 
to the hype. We have to 
admit though, for a 
second there we were 
a little worried. Prior 
to launch in Japan the 
game was getting 
good rather than 
great reviews. Famitsu 
Weekly scored the 


game 32/40 (80%), citing the fact the 
difficulty level could make it inaccessible to 
gamers. After merely a few hours of play we'd 
have to agree. Even on Novice the tracks are 
hard to say the least, and as for the Story 
mode challenges... don't even go there. After 
a few days of play however we have a very 
different opinion. 

The first thing that hits you about CX is the 
wealth of options available to you from the 
word go. Grand Prix, Story, Versus, Time Attack, 
Customise, Practice., all of which then open 
up into many other options. Most people will 
head straight into Story mode, and most 
people will come straight back out again. The 
reasons? 1. It's too hard, and 2. You can't seem 
to get anywhere. The first challenge is a simple 
warm-up challenge where you have to 
complete three laps of a Mute City oval course 
collecting 25 glowing orbs in the time limit. 
After a few attempts you'll complete the 
challenge, at which point nothing seems to 
happen. You can't move onto the next 
challenge yet, but you do have the option to 
try the challenge on Hard and then Extra 
Hard, which by the way should be renamed 
"You've got to be freakin' kidding me, this is 



“YOU’VE GOT TO BE FREAKIN’ 
KIDDING ME, THIS IS THE 


HARDEST THING I’VE EVER 








A DAY IN THE LIFE... 

■■■■■■■■■■■■■■Mi 


An all-new addition to the F-Zero series is the Story mode. 

As the name suggests this tells the story of Captain Falcon 
and his crusade against evil. There are nine missions in total, 
which involve you fulfiling certain requirements other than 
just racing. Each mission is preceded and wrapped up by 
gorgeously rendered CG cut-scenes. You'll be treated to fully 
modelled F-Zero characters, ships and worlds. Never has F~ 
Zero looked better! 

Once you complete a mission on Normal you will earn 
the chance to try the mission on Hard, and then Extra Hard. 
Completing a mission on all three difficulty settings will 
allow you to buy one F-Zero AX ship from the Shop, which 
would otherwise be unavailable. We have to admit, we only 
have a few at the moment. 

After each mission you can also go to the Shop and buy 
the license for the next mission, though as you progress 
through these licenses get extremely costly. For example, the 
final license costs 70 Points, and some Grand Prix events 
earn you as little as 15 Points! Here's a run-down of all the 
missions in Story mode: 

■■■■■■■■■■■■■■■■■ 

Scream around one of the Captain's simulated tracks and 
collect all of the glowing capsules within the time limit. 

There are three laps in all and you need to hit all the boosts 
to be in with a chance. Get ready with that side-attack. 

■■■■■■■■■■■■■■i^■■i■i 

The Captain has a score to settle with Samurai Goroh. The 
deal is that you beat him in an A-to-B race on Sand Ocean, 
otherwise you forfeit your ship. The catch is that boulders 
are constantly falling onto the track. 

Falcon's search for the source of evil takes him to the Vegas 
Palace casino. Here he is entered into a race as a favour to 
an old friend. You need to come first, and that's easier said 
than done when the track is made of right angles and 
ramps. 

■■■^■■■■■■■■■■^■■■i 

Black Bull is causing trouble on the Lightning course but on 
the way there Falcon is ambushed by 30 enemy ships. You 
have to take them all out and destroy the boss before you 
get to the end of the course. The boss only drops back when 
all 29 have fallen. 

■■■■■■■■l■i■i^^^^^■ 

By the time you arrive at Lightning Black Bull has already 
fled, but the crumbling installation still has survivors in there. 
You need to get them out of there before it blows. This level 
is similar to the StarFox/Rogue Leader Death Star escape 
missions. 

■■■■■■■■■■■■■■■■■■ 

Black Bull is more powerful than you think, and he engulfs 
you in electrical energy before attaching a bomb to your 
ship and sending you on your way. If your speedometer 
goes below 750kph it's game over. Typically the course is 
narrow and winding. 

Black Bull challenges you to a race on an insane, booby- 
trapped Mute City track where all the racers are set to 
Expert. Survive the racers, mines, jumps and lava, then 
remember that you have to win in order to progress. 

■■■■■■■■■■■M 

Black Bull's defeat brings Dark Schneider through from 
another dimension. It summons you to race on a track that 
seems to take place in the very depths of hell. Tight turns, 
never-ending lava strips and mines fill the track. 

With the Champion's Belt from both dimensions brought 
together the forces of dark and light combine to create the 
ultimate racing force. You have to race against this creation 
on a version of Diamond Cup's Phantom, only there are no 
barriers. Very hard, but you can win Dark Schneider! 




CONTINUED. 


the hardest thing I ve ever 
done in my life!" And so you 
leave Story mode, tail between your legs, and 
head off to Grand Prix. 

This section is initially split into Ruby, 
Sapphire and Emerald Cups, each of which 
holds five completely different courses. By 
completing these on Novice and Standard 
difficulties you will open the Diamond Cup, 
which offers five new courses. If our maths 
serve us correctly that's an impressive 20 tracks. 

Again though, Novice is no walk in the 
park. The first four tracks are fine but the final 
tracks on Ruby and Sapphire have multiple 
sections where one mistake will see you 
descending into the abyss. Try as we might 
we simply couldn't complete the track, and 


I SEE YOU 









































ARCADE STYLE: The AX characters can be opened 
up by completing Story missions on 
Extra Hard. One example is Spark Moon. 




KIT CARS 


HERE'S ONE WE MADE EARUER... 

We don't know about you, but one of the first things we did 
when we played the original Ridge Racer was spend about 
four hours customising our own logos and making our cars 
decidedly 'ours' It's an absolute injustice that so many racing 
games forget this option, but fear not because GX resurrects 
it in full force. 

By way of RGB sliders you can alter the colour of any ship 
part you choose to buy. You can also choose from a variety 
of supplied logos and images such as flames, Nintendo 
characters, grids and tiger stripes. Alternatively you can 
choose to make your own pictures from scratch, and a 
simple-but-effective paint program is available to cater for 
your every need. 

Making your ship pretty is only the first stage though, and 
actually making a ship that can win is a whole different ball 
game. A ship's abilities are graded from A to E. You can 
judge a ship's strengths by it Body, Boost Grip and overall 
weight Winning Story mode missions and Grand Prix races 
will earn you ship parts, but you'll have to complete a fair bit 
of the game before you get to see any parts that could rival 
the standard ships. It's not all down to the grades either. A- 
grade parts tend to be very heavy, so even if your ship is a 
triple-A masterpiece, if it's over 2,000kg it's going to turn and 
handle like a bus with square wheels. It's all about balance, 
which is why at B, C, B and 1,260kg, Captain Falcon is one 
of the best racers in the game. 




/ IBS 


© Big Blue II is filled with challenging 
jumps and sharp turns - we love it 


“CHALLENGING IN ALL THE RIGHT WAVS, 
AND WILL LAST YOU FOR FAR LONGER 
THAN YOUR AVERAGE RACING GAME” 


complete the championship without 
completing it, however many points you've 
accumulated. The entire game progresses 
based on the points you win from Grand Prix 
and Story, so with no way of progressing in 
the game we were getting pretty miffed. 
There's nothing wrong with a challenge, but 
the tracks and computer Al sometimes seem 
unfair rather than challenging, and that adds 
up to frustration aplenty. 

With plenty of perseverance however, your 
opinion begins to change. GX is challenging in 
all the right ways, and because of its fantastic 
learning cun/e and immense depth, it will last 
you for far longer than your average racing 
game. There's a point in the learning curve 
where everything suddenly becomes clear. 

You learn that you can't hold back at any 
point in a race. It's a simple case of kill or be 
killed. If you don't barge someone out of your 
way or purposely spin-attack them into 
oblivion you can be sure that they'll do it to 
you. Low on energy? All the more reason to 
attack. The game encourages this by 
rewarding you with a substantial chunk of 
energy should you finish someone off. The 
same aggression goes for getting round the 
tracks. Some sections only work if you're 
tearing around the course. U-turns are best 
taken by performing spin-attacks round 
them, and side-attacks are ideal for the 
chicanes. You soon discover that the 
tracks you were cursing at just hours 
before actually turn out to be the very 
best ones in the game. Big Blue: 

r Ordeal and Lightning: Half¬ 

pipe are particularly 
difficult-but-satisfying. 

"_' ■\. Speaking of the 

tracks, as 


The Paint 
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effective. 
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SURVIVAL OF THE FITTEST 


BEGINNER* 


STAVING 


Ask anyone who has ever played F-Zero X about what you feel like after playing 
it, and they'll almost certainly use the words tense, stressed, buzzed-up and 
shaken. GX though, takes it to a whole new level. 

For those of you who are new to the F-Zero world, each car has an energy 
meter. When it goes, you go. Every knock you take uses up part of this shield. 
After one lap you are granted Boost Power, which allows you the use of nitro 
bursts at the cost of your energy meter. At various points on every track (the 
number depends on the difficulty of the track) pink, energy-replenishing strips 
are made available. You can also earn energy by killing other racers. The trick 
with F-Zero is to be very aggressive and to live on the edge. Because of the way 
the boost system works it is possible to go from 12th to 1 st on the home 
straight If you come to the final comer in 5th place and you only a have a 
fraction of your energy meter, you have no choice but to constantly boost until 
you get to the finishing line. Yes, you could stuff up the comer, slam into the 
barrier and blow up, by you could also spin-attack around the comer while 
boosting, thus flying through the crowd (maybe even taking out a rival on the 
way) and into pole position. You have to take that chance because there are no 
decent prizes for coming second in a Grand Prix. 

The joy of being able to destroy your rivals really comes into play in the 
Grand Prix events. You don't have to come first in every race in order to win the 
event The alternative is to win a few races and then take out your nearest 
competitors. Your league table rival will have a huge rival sign above their ship 
at all times during the race. If you remove them they score nothing for that 
round, and this is a cunning method of getting through those tough courses 
without having to come in the top 5. 


Ce * out of shape on a corner and the 
k \L' barriers are sure to take a battering 



CONTINUED 


mentioned previously 
f there are 20 'proper' 
Grand Prix tracks. These are listed 
elsewhere in the review. By popping 
your Memory Card into the Arcade AX 
version of the game you can open up 
the bonus Outer Space: Meteor 
Shower track. Then there are the 
challenge tracks from Story mode — 
that's another nine to add to the list. 
That means a total of 30 completely 
unique tracks, and we have a feeling 
that if you complete everything on 
Master difficulty a random track 
generator (a la F-Zero X) will appear. 
Pretty sweet, we think you'll agree. 

So, all these tracks coupled with the 
difficulty of the Grand Prix and Story 
modes make for a game that will last 
you some time, but we haven't even 


mentioned the two other equally 
important elements. It takes a certain 
type of developer to identify what 
people want in terms of options, and 
AV has got it just right. The Customise 
mode has everything you could ever 
want. Earning points in other modes 
enables you to buy Story mode passes, 
ship parts and completely new ships. 
You can also change the colour of any 
part of the ship by way of RGB sliders, 
and yes, you can customise your ship 
with a selection of neat images and 
logos... hell, you can even make your 
own. Any ship you create can be 
uploaded into any section of the game 
(except Story mode). You can even use 
four customised cars in the four-player 
split-screen Versus mode, which is one 
of the best multiplayer racing games 
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MEASURING UP: There is a Character Profile section 
in the game where you can listen to each character's 
theme tune. Falcon's is amazing! 
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Aeropolis II is absolute madness 
Get tne sick-bags ready 








you're ever likely to encounter... but 
what else would you expect from the 
people that brought you four-player 
Monkey Racing? 

F-Zero CX is one of those special 
games that manages to excel in every 
department. We haven't said a word 
about the graphics because we don't 
really need to. They are simply 
unparalleled. Hopefully the screens 
speak for themselves. The music and 
sound effects again, are second to 
none — perfectly suited and typically 
SEGA. They manage to keep your 
blood boiling for every second of every 
race. The gameplay is sumptuous, and 
is helped along considerably by a 
smooth learning curve and a constant 
60fps update. The biggest surprise of 
all, and one which we've mentioned 


several times, is the depth the game 
has to offer. GC-TriForce link-up, 
customisation galore, superb 
multiplayer and a challenging single¬ 
player. So why didn't it score higher? 
One reason and one reason only; the 
lack of network options. It's a crime 
that Nintendo didn't even try to 
include LAN or some sort of online 
play. It's an even bigger crime that 
Nintendo chose to make Kirby's Air- 
Ride LAN compatible over a game that 
so blatantly screams for it. F-Zero is 
perfectly suited to online gaming - 
just imagine playing against 29 other 
people... damn you Nintendo, you 
always leave us wanting more, and if 
CX wasn't so damned playable we'd 
boycott you altogether. 

CHANDRA 


MISSES our? 


MAKING THE 
CONNECTION 


Nintendo has been plugging GX's 
connectivity options for some time 
now, and the fact that you can take 
your times and points into the 
arcade is wicked. Every copy of GX 
comes with a Pilot's License Card. 
This card allows you to record your 
AX scores, so that when you leave 
the arcade you don't lose your 
information. This card also triggers 
AX to save a bonus ship piece 
'Bahamut' to your GameCube 
Memory Card (the AX unit has a 
Memory Card slot), which you can 
take home and use. 

AX also has one track-location 
that GX doesn't - Outer Space: 
Meteor Shower. Come first on any 
of tf# AX tracks and you will be 
rewarded with Outer Space for the 
GX version. This method of 
unlocking is fantastic, but as you 
may have read elsewhere in 
CUBE, Europe will not be 
getting this option. Admittedly the 
arcade scene is nowhere near as 
big here as it is in the US and 
Japan, so Nintendo has made 
the right decision, but we 
have to wonder what will 
happen to these features. 

Apparently the AX tracks 
can be opened by 
defeating Master mode, but 
we haven't managed that 
just yet. As soon as we 
know for sure we'll pass on 
the information. 






The AX tracks 
can be opened 
up completing 
Master mode 


Master mode 
give us a bit 
more time 
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Possibly the best textures, lighting 
and use of colour yet seen 
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RUDID 

Tunes that get the blood pumping 
and the pulse racing. Quality stuff 

ERfTIEPLRV 

The ships control like a dream, and 
the difficulty level is just right 

LiFESPnn 

One-player will last ages, and you'll 
alwayscome back to the multiplayer 

□ RIEinRLITV 

The Story mode is fresh, but 
everything else is tried and tested 


HEAORUSH! "Few games 
genuinely give you a real buzz - 
F-Zero CX is one of them. Better 
even than Burnout 2, and that's 
saying something" 

BYRON 


FINAL SCORE 


A similarly high- 
octane racer that 
can't quite match 
GX in any 
department 
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The first level of the 
stunt mode isn't too 
difficult - just keep 
your speed down 
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The best car 
in the world 
gets its 
own game! 


Stunt mode tests 
\Z/ every aspect of 
your driving skill 
and looks pretty 
precarious. Take 
it steady 
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me t 
the LA streets is 
never a chore 
due to the car's 


pleasantly 
friendly ha 


friendly handling 
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We promise that there'll be no Michael 
Caine quotes in the following text... 


city architecture and a seemingly limited 
colour palette, but not impertinent 
enough to cause any concern. The sound 
is similarly workman-like, performing the 
job to decent effect, but never 
quickening the pulse. 

As well as the obvious Story mode, 
there are a number of others to maintain 
interest. A circuit race mode allows up to 
two players (boo!) to tear around LA, 
Burnout style, in a bid to finish first and 
free-roam allows you to explore the city 
at your own pace - useful for planning a 
route through a level you may be stuck 
on. Also cool is the Stunt mode. In this 
you are faced with progressively difficult 
courses that test your skills to the limit. 
Gently prodding your Mini up a narrow 
ramp is easy enough, but having to turn 
it 90 degrees through a sharp turn 
across rusty piping straight afterwards is 
a different matter entirely. Although you 
can shuffle through the courses easily 
enough after a few tries, to access the 


dash-heavy gameplay of 
* Crazy Taxi, add a massive 
city (in this case LA) and the kitsch cool 
of the Mini and you've got yourself The 
Italian Job. Based on the two films, you 
have to race around the City of Angels 
completing tasks like tailing someone in 
a cable van or parking up Minis in a 
warehouse, avoiding the police the 
whole way. A generous sprinkling of 
conveniently shaped buildings and 
parked trucks serve as point-boosting 
ramps which, coupled with the 
indestructible nature of your cars, make 
for some ingenious short-cut 
possibilities. However, you must be 
careful where these are concerned as at 
the end of each mission you'll be graded 
not only on the amount of time you 
saved on the stopwatch but also other 
parameters such as the amount of 
damage your car sustained during the 
course of play. 

The graphics are basic due to uniform 
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next requires a near-flawless run. Not 
easy, but very satisfying and more 
importantly, addictive. 

Aside from the limited two-player mode 
everything generally works well, but there 
are some problems. First there's the 
length. The main game is a little too 
short-lived for its own good. The 15 
missions aren't the toughest of nuts to 
crack and you'll have it licked in a few 
hours. This would almost be forgivable 
when you consider the circuit racing and 
stunt modes, but what has to be taken 
into account is that the main game isn't a 
short, explosive blast. During the missions 
the time limits are so tight that you're 
never tempted to perform crazy stunts, 
instead opting to stick to the safe 
predictable path, which almost guarantees 
success, and the police never put up 
much of a chase. The lack of traffic is also 
off-putting - this is supposed to be LA, 
not Royston Vasey. Overall though the 
game is pitched just about right alhough. 
failing an objective and having to start the 
entire mission again is a little aggravating. 
It's the many cool little features that really 
make this game stand out. It's not a 
classic, but given the nature of so many 
film tie-ins these days, it comes as a 
breath of fresh air. It doesn't take itself too 
seriously, handles well and, most 
important of all, it's fun. 

GARY 


A FRESH LICK OF PAIMT 

If you didn't know already, The Italian Job is 
based on the remake of the classic film that 
starred Noel Coward, Michael Caine and 
Benny Hill. Despite this amazing array of 
talent though, the real stars for many were 
the Minis, which weaved their way through 
the narrow roads of Turin with style. Now, in 
2003 a remake has been released, and 
despite the nature of the beast it's rather 
good. Throwing American actors, a reliance 
on high technology and the backdrop of LA 
into the mix could have been disastrous, but 
F Gary Gray's directing sets it apart from the 
original and it can be judged on its own 
merits. Oh, it's also got Seth Green in it so 
go and see it if you can! 



© The new movie lives up 
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its inspiration? 


"THE MAIN GAME 


FOR ITS OWN GOOD 


The plucky Minis 
can go just 
about anywhere. 
Who needs big 
Japanese 4X4s 
wnen you've got 
good old British 
engineering? 
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SEGA’s sublime 
racer ensures hours 
of fun with huge 
levels and mentally 
fast action. 

CRAZY TAXI 
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MUCH BETTER THAN YOU MIGHT 
HAVE EXPECTED. 
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11 IN THE REAL 
WORLD, GOLF 
BALLS DON'T 
CATCH FIRE 
WHEN 
ENDOWED 
WITH 'SUPER 
BACKSPIN’” 
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MARIO GO 


mHRID GOLF: TDRD5TDDL. TOUR ^ 


Get a perfect shot and 
you'll know it - each 
golfer has his/her own 
trail and celebrations. 


Nintendo 
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magic to a tee 


MARIO GOLF: TOADSTOOL TOUR 
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SEVEN COURSES TO UNLOCK 


16+ PLAYABLE CHARACTERS 


VERSATILE SWING SYSTEM 


WILL LINK TO ADVANCE 























LINK UP: The manual promises connectivity between 


Toadstool Tour and the upcoming Advance Tour for 
GBA - transfer characters from the handheld to the GC 



Will Mario be brought to the fore once more? 


h i ij-m.u ' w * heard the phrase 

II Hill “jack of all trades, 
master of none" but there's one man 
who has his own take on that saying. A > 
stout and familiar fellow who seems to 
turn all he touches to gold, Mario is the 
original jack-of-all-trades and he appears 
to have mastered the lot. You name it, 
our fat friend has done it better than 
most could ever dream.- karting, tennis 
and partying games nale all cropped up 
in his busy past and let's face it... any 
man who can turn a sport widely v 
thought to be somewhat boring into aA| 
bright and colourful game that anyone 
can enjoy must be doing something 
right. That's exactly what he's done to 
Toadstool Tour and while the core game 
and engine is all about the golf, it's the 
presentation, character and ingenuity 
that makes it more than just the surmof 
its individual parts. 


As we've said, the core engine is as 
solid as any golf game you're likely to see 
and since this is at the heart of the entire 
game, it's just as well really. Afterall, with 
the tram behind the superb Everybody's 
■Go/iseries for the PlayStation on board 
what could go wrong? Not only has the 
basic physics engine been implemented 
properly, but it's also takeh y^ry 
effectively to the many^extras .and tweaks 
that many of the more outlandish modes 
require. Suffice to say, this not a real 
world physics engine. In the real world, 
golf balls don't catch fire or go into silly 
sparking spins when endowed with 
'Super Backspin', but as Nintendo could 
probably tell^you better than most 
of the worl 


Bowser may be evil but he 
plays a heroic round of golf. 


fvelopment 
houses, thaJPfcot what 
videogames are all about. 
Realism is available every day 
- this is Mario time! 


SWEET CONTROLS 

First impressions of Mario Coif may be 
similar to those when faced with the one- 
button interface of Kirby's Airride, but 
there's a lot going on under the simplistic 
surface for the more advanced player to 
tamper with. Ditching the recent trend to 
use analogue sticks for club swings, 
Toadstool Tour reverts back to the classic 
power bar/sweet spot system to great 
effect. At its most basic, the player can 
simply hit the button for power and leave 
accuracy to a mix of luck and calculation, 
but the more in-depth manual swing 
allows you to stop the meter for accuracy 
and add topspin or backspin as required. 
Depending on which of the game's 
countless modes and challenges you're 
tackling, which works best will vary but the 
ability to use either technique gives you 
the option to play the game in whichever 
way makes you feel most comfortable. 


The pyrotechnics that accomi 
swings are absolutely beautil 


Peach is deceptive 
good with a club.. 
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MULTI MODE MADNESS 


ELAY MODE 
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^ The range of 


modes and 
options is 
staggering, 
especially so 
for a golf game 


From a visual standpoint, 
Toadstool Tour is doing pretty 
much everything right. Chunky 
and vibrant characters stand 
out beautifully on the bright 
backdrops - although not so 
much so as to look out of place 
- and the locations themselves 
showcase a good variety from 
some familiar Nintendo 
environments and some less sa 
For instance, one of the short 
courses revolves around th» 
Kongs' jungle abode making fi 
some downright tricky treetop 
shots while another takes you out 
into the desert... not a course for 
those who fear playing out of 
bunkers. Each of these is as well 
realised as are the characters and 
while no one element will send your 
jaw heading speedily for the ground, 
the finished package is a solid looking 
and colourful one. 

Better still than the models 
themselves, though, is the way in 


which theyVe all been given life. From 
indhrffluaTOving animations and club 
grips to celebratory dances, taunts and 
smug grins, every character has his or her 
own style that you'll soon grow to love or 
loathe. Its not purely a cosmetic thing 
either. Each golfer plays differently so 
where Yoshi's fairly average straight 
drives may work for some, others will 
prefer the crazy swinging and skimming 
balls fired off by Donkey Kong or Bowser. 

great deal of the game early on will be 
learning which of the characters best 
uits your style of plau but its worth 
remembering that you'll need to use all 
of them eventual fy^if you" want to do and 
see everything that Tfaastool Tour has to 
offer. And you do, right? 

Traditional golf fans will be glad to see 
a slew of familiar options on offer from 
the tee off. Tournament play, Matchplay 
and Skins games are all available from 
the real world sport with an even greater 
number of over-the-top variations or 
crazy original ideas to keep players 
entertained indefinitely. Its positively 


There's something disturbing 
a monkey with a Targe wood 


about 


MARIO’S GOT ONE UP ON TIGER THIS TIME 




amazing just how much there really is to 
do and looking at the Records section 
early in the game can prove quite 
depressing. Completing every tournament 
and event with every character will be 
the only way to claim true Mario Golf 
supremacy and even then there's 
potential to bAat your own times and 
scores Worse stil^perhaps someone else 
could beat therf for you... 

As ^otTdrBect, multiplayer plays a 
large part in the proceedings and if you 
thought the amount of single player 
options was good, think again. Basically, 
all bar a few of the game modes are 
available to groups who can choose to 
go head to head, pair up or all work 
together for a common goal. There are 
tasks that can only be tackled with a full 
complement of hands on deck, so if you 
really want to fill the Records screen to 
bursting point, you'd best have four 
controllers on hand. As is so often the 
case, the one glaring problem with k 
multiplayer is that it's very much a tuhv 
based affair so if your friends aren't the f 


If there's one thing about Mario's sporting ventures, it's that he's always 
prepared to go above and beyond the call of duty to keep us entertained. 
Take this outing, for instance - the main tournament game is strong 
enough to stand up on its own but such would not be the Nintendo way. 
No, we're also treated to Coin Attack (collect coins while going for a 
decent game), Club Slots (limited dubs are available per hole according to 
a slot machine readout) and Character Battle (go one on one against 
another player to power up your golfer) among many others and between 
the single player challenges and their multiplayer variations, there really is 
enough on offer to keep you and your pals going until you're all sick to the 
gills of golf. Even then, the challenges that offer something other than 
traditional golfing tasks are still worth a look... 


































Peach appears to have bought 
herself a new wardrobe... 
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PINAL SCORE 


No plumbers or 
dinosaurs but still 


dinosaurs but still 
a good laugh if 
you like your golf a 
little crazy 


A JOY TO PLAY WITH LOADS 
TO DO IN SINGLE AND 
MULTIPLAYER AUKE 


ACE GOLF 
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patient types, either have something on 
hand to keep them entertained or advise 
them away from the game altogether. A 
shame, yes, but unfortunately such is the 
nature of the beast and this is not a fault 
that can be pinned on the developers but 
the sport itself. 

For all this praise, Toadstool Tour is far 
from a flawless game. Obviously, it aims at 
a niche market before it even gets past 
the title screen and loses a few more 
colour-fearing punters thereafter, but this 
isn't the last of its worries. There are a few 
slight camera issues and distance judging 
problems - nothing major, but more than 
enough to cost a few shots here and 
there. Multiplayer taunts can also get too 
much and with no limit to how many or 
how often these can occur, your pals can 
make your life hell very easily. Sure, it can 
be fun for a while but those wisecracks 
really start to lose their edge around the 
fiftieth time and by the time you get to the 
tenth hole and everyone else is jamming 
on buttons to clog up your screen with 
messages, you'll be just about ready to 


throw something. No, really. 

If you've already got a golf game in 
your collection or you really don't get on 
with the sport, you'll be able to live 
without Mario Coif, but the question is 
with so much for you to do, do you really 
want to? It's definitely this complete and 
concise approach that impresses most 
about Nintendo's latest sporting effort 
and if it weren't for the myriad of modes 
on show and the familiar characters, 
Toadstool Tour could have been just 
about any golf game. Thankfully, though, 
that's not what we have here. What we 
have is a perfect example of how 
exaggerated sports games can often be 
more fun that their realistic counterparts. 
Look at NBA Jam (or in fact Street) or 
Sega Soccer Slam by way of examples - 
not that realism in games is a bad thing, 
of course... just that sometimes in a day 
to day life that's all too full of realism, it's 
nice to kick back and enjoy the world 
through Mario's eyes. Escapism, thy 
name is Nintendo. 

LUKE 


© Fire off a stray shot and you can < 
to see this bnnger of baa tidings. 


expect 


BUT THAT’S JUST CRAZY! 

SOME OF, THIS JUST ISN’T CRICKET... 

Needless to say, the Mushroom Kingdom is a place where normal things don't 
happen very often. As well as things like talking fungus and an abundance of turtles 
that we've become used to over the years, the greens and fairways offer some new 
perils and pitfalls on top of those you may or may not already expect. Chain 
Chomps can occupy bunkers later into the game making for some rather 
unexpected OBs (out of bounds) while elsewhere, don't be surprised to see usable 
Warp Pipes cropping up to add a greater level of tactics. There are also slight 
modifications at work, like the Fast Fairways which give your ball a speed boost 
should it land on one but all the while the core engine is a very solid one. It may 
not have quite the crazy courses of Monkey Golf but since this is geared towards a 
larger-than-life recreation of the sport as opposed to a crazy golf game, it's not 
really surprising. 


How often do you get to 
see explosions in golf? 
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Challenge 


Oh dear... I’ve 
practiced, but 
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GO ill ifou plan 
against me? 
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DOWN IN FLAMES 


A quick tap on the D- 
Pad and your path is 
clear once again. The 
special moves rule. 
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Shake what yo momma gave ya! 




a Japanese release a 
long time ago and 
now, finally, it hits the UK. You play as 
the foxy Vanessa Schneider, a 
mercenary equipped with a suit that 
allows her to fire bolts of death from 
her hands as well perform special 
moves by tapping in Street Fighter- 
esque button sequences. You run 
around several futuristically sterile 
locations taking out automated 
beasties while avoiding beams and 
lasers by jumping, ducking and 
rolling. Although it looks like an 
adventure game, it is in fact a pure 
shooter. The speed with which you 
clear a room coupled with how well 
you string kills together dictates how 
many points you earn and the closest 
you get to a puzzle is being faced 
with a locked door. 

Vanessa is wonderfully animated 
and her moves look so fluid that in a 
way the stodgy controls feel clumsier 
than they actually are. This isn't so 
much of an issue on the earlier levels 


when you can enter a room and 
methodically purge it of enemies with 
little fuss, but when things heat up or 
you need to quickly take out a group 
of nasties, the controls can land you 
in even more of a bother rather than 
help you out of it. This is partly 
because Vanessa can only shoot 
while standing still, which is good in 
theory and certainly adds to the game 
in most situations, but when you're 
trying to cartwheel around and spray 
a tough enemy with fire at the same 
time these limitations become very 
clear. It's also partly because turning 
Vanessa is like turning in Resident 
Evil. At first this feels stupidly sluggish 
but the Z trigger gives you the ability 
to quickly rotate 90 degrees or 180, 
depending on where the analogue 
stick is pointing. Still, in a game this 
fast paced it's not exactly ideal. You 
will get used to it, but it doesn't seem 
to benefit the game in any 
conceivable way. Thankfully you can 
strafe with the shoulder buttons 


which is a big help. 

If you can look past this failing 
though, PN03 (stands for Product 
Number Three, by the way) is a 
massively enjoyable game. Each room 
is another challenge, asking you to 
think on your feet while being 
attacked from all angles, and strangely, 
it never gets too frustrating. If you 


mess up and lose all your lives, its 
easy to go into a training level and 
build up some points, buy another suit 
or buy upgrades for your existing ones. 
Perhaps the only disappointment in 
terms of content is that the bosses can 
be a little easy. The rest of the game 
makes up for that though! 

GARY 
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IJI5URL5 

Sometimes jaggy and repetitive, but 
usually very high quality 

RUDID 

Relentless techno can get dull, but it 
does suit the game perfectly 

BRfllEPLRV 

When you master the controls this is a 
very fun and challenging game 

LIFE5PRn 

If you don't go for high scores then you'll 
blast through this in a day 

□ RIEIRRLIT^ 

Its like a scrolling shooter mixed with 
Tomb Raider not really seen that before 



WE LIKE IT. UNFORGIVING 
AND ENJOYABLE, WITH A 
DASH OF STYLE 


























Man cannot live by bread alone 





Fourth and inches 

MADDEN SOQ4 



Obviously the weather only comes 
into play in open air stadiums 


©inFGRmnTipn 


PUBLISHER: EA SPORTS 


PLAYERS: 1-4 


59 BLOCKS 



Is all that padding really 
neccessary? Actually, yes! 



© If you don't 
know a 
passing play 
from a 
running 
back, you 
may be 
confused 


The toughest sport in the world, or 
girl's rugby? You decide... 


Lin 


John Madden is an 
iW institution. Here 


he's the fat bloke who provides largely 
incomprehensible play by play analysis 
of EA's celebrated American football 
franchise. If you have no interest in the 
sport at all then it's unlikely that any 
new iteration of Madden is going to 
change your mind. It's stat heavy, 
jargon-packed and generally 
incomprehensible to the uneducated 
eye. In fact it's impressive how they 
manage to make such a simple sport 
sound so complex, and once you have 
the basics it reveals a highly playable 
and competitive game, especially in 
two-player mode. 

The big news for 2004 is a totally 
pumped up franchise mode. Now you 
can take over full ownership of your 
chosen team, set ticket prices, burger 
prices, or uproot the team and 
relocate them to a new city. You even 


get to design and build your own 
stadium from the ground up which is 
a nice feature. 

On the field things are much as 
you'd imagine. You can mix and 
match teams and playbooks by setting 
up a player profile. For example if 
your favourite team is New Orleans 
but you prefer the New Jersey 
playbook you can choose to use that 
one instead. If this is all still too 
bewildering, the handy Ask Madden 
option will suggest an appropriate 
play for any given situation. 

As always, the game can effectively 
play itself enabling you to take as 
much or as little control over actual 
play execution as you feel comfortable 
with. Obviously the CPU won't always 
execute perfectly so it's best to take 
control as much as possible, certainly 
on offence, and you'll soon get the 
hang of it 


If you already own the 2003 version 
there's certainly enough new stuff to 
warrant splashing out on this one. It 
just depends how deeply you want to 
get involved in the franchise stuff. If 
you're happy playing the game as a 
straight simulation of the sport and 
don't mind using last season's rosters, 


you may as well stick with 2003, 
especially with NFL Street on the way. 

Put simply, the Madden series is the 
first choice for American football 
simulations. It won't be to all tastes, 
but the 2004 version has some meaty 
new elements for NFL fans to really get 
their teeth into. 


MILES 


MADDEN 2004 


mR JDRLV EnHFtnCED FTIRnHEEmEnT ELEfTlEnT5 

ro final score 


UI5UHL5 

Better player animation but the 
cheerleaders look crap 

RUDID 

Commentary is much improved and 
more context sensitive 

GRmEPLflV 

A lot simpler than it looks and easy 
when you know how 

LIFE5PRn 

Loads rf you get properly stuck into 
franchise mode 

□ RIEinRLITV 

The new franchise options are a first for 
the series 




A BRILLIANT SIMULATION WITH 
MASSIVE MANAGEMENT 
ELEMENT BOLTED ON 
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A poor man's F- 
Zero? Yeah, right... 


readers of CUBE will 
know that we've been 
hyping up both XCRA and F-Zero CX 
for the best part of a year now. It was 
a firm belief of ours that despite 
being very similar, XCRA would offer 
a longer lasting experience while F- 
Zero would instead rely on its 
definitive arcade gameplay. Now of 
course we know differently - 
Nintendo's AV-fuelled racer has no 
weaknesses whatsoever, so where 
does XCRA fit into your dream list? 

The answer: right behind F-Zero of 
course. We have to admit that with 
both titles coming into the office on 
the same day, F-Zero grabbed, and 
held, our attention immediately. 

That's probably the biggest difference 
between the two games - whereas 
F-Zero blasts you with polish from 
the word 'go', XCRA takes a good 
while to get into. In order to take part 


TFIT5 


MASSIVE CAREER MODE 


MULTIPLE-ROUTE TRACKS 


DESTRUCTIBLE SCENERY 


BREAK THE SOUND BARRIER! 
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i up: After completing the Invitation Class you'll 
be offered the chance to join one of the teams, each 
of which has their own specific weapons 
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Most items 
on the 
track-side 
can be 
destroyed, 
such as 
guns and 
adverts 


The Mars track is a 
decidedly red affair 


1880.9 


in the main Career section of the game 
(which is where you want to go 
straight away really) you need to race 
on a bog-standard bike. No flash 
colours, no weapons - just a dull bike. 
This has to be the most uninviting 
section of the game, and we really 
hope it doesn't put people off. With no 
weapons and no prior knowledge of 
the tracks you may find yourself 
crashing into walls and getting a bit 
bored. Get through these three races 
though and the game changes. Do well 
and a number of companies will offer 
to sponsor you - it's amazing what a 
lick of paint and the ability to kill other 
racers does for the game. 

With a sponsor on your back the 
game takes on a whole new feel. A 
major part of this change is down to 
the weapons, and the fantastic 
selection system the team has come 
up with. Weapon selection is in no way 
distracting, and after a while you will 
find yourself racing at ridiculous 
speeds while firing off your Primary 
weapon and selecting your Secondary 
weapon. The team really should be 


given a medal for this section of the 
game alone because it could have so 
easily been a detracting factor. 

The other very impressive aspect of 
the game is the Al. You don't notice it 
until you've played the game for a few 
hours, but we've played few games 
that so realistically convey a sense of 
competition. Rival racers know what 
weapons you have and will take 
correct courses of action for each one. 
Load up your rockets and the person 
in front will do everything in their 
power to get away from you. In a 
similar vein, if you have a contract out 
on your head, that rival will stay 
behind you at all times. The latter 
happens because in many cases it's 
just as important to carry out a 
contractual obligation as it is to win 
the race. Major corporations use the 
XG races as a means of trading blows 
with each other; in other words, you're 
just a corporate pawn. The contracts 
take on a personal touch though, and 
you probably won't have any moral 
problems with taking out someone 
who is taking the mickey out of you. 



WEATHER CONDITIONS CHANGE EVERYTHING 
Something that XCRA has over F-Zero is the ability to play through every track under 
different weather conditions. Because of the nature of the tracks, night-time racing is a 
completely different experience - adverts, back-lit smoke and tunnels all make for a 
completely different experience. The usual suspects, rain and snow, also make an 
appearance in various tracks. 

It's not just the weather that affects the game though - some of the tracks have off¬ 
road sections, and if you're directly behind an opponent all you'll be able to see is a 
thick dust cloud ahead of you. The idea then is to stay out of their wake, but the enemy 
Al means that they will purposefully snake in front of you to make your life a 
nightmare. If you're using the behind-the-bike view, your vision will also be clouded by 
your own dust cloud, which is a bit strange, and the only way to get a clear view is to 
jump into the cockpit view. 




















crashing down: Many of the tracks have 
spaceships and airships in the sky. Some of these can 
be brought down to create havoc for rival racers 






This huge dome contains a lush 
artificial forest to drive through 
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SERIES AND ONLY FALTERS 
BECAUSE THE CAR IN S— J 
FRONT IS A NINTENDO” 
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.The in-race videoscreen 
r jibes are a constant 
reminder that you should really be 
using your weapons as soon as you get 
them, and as with F-Zero, there are few 
things more satisfying than seeing off a 
cocky rival. 

So if XCRA works so well, what stops it 
from scoring up there with F-Zero? You 
have to understand that if it weren't for F* 
Zero we wouldn't have known that 'bigger 
and better' was possible. Because we can 
directly compare the two, it's more obvious 
what the differences are. There are three 
main areas in which XCRA falls just that 
little bit short of F-Zero : 

1. Framerate - as you progress through 
the XC tracks, you begin to realise that 
despite F-Zero 's flashy graphics, XC is 
probably churning out more polys in any 
given scene. Credit where credit is due, 
XC's tracks are stunning. Every now and 
then though (maybe one place on every 


FEEUNG AGGRESSIVE? 

wRgKffirrasmiBN^n>iB’ , scBNBRY 

We've talked about this section of the game in previous features, but this element really does 
work very well indeed. The track detail is quite something, and every single location features 
advertising boards, gun turrets, fuel pipes, TV cameras and spaceships at the very least, and all of 
these can be shot down. 

While the Analogue stick controls your bike, it also controls your crosshair. The crosshair is far 
more sensitive than the vehicle, thus touching the stick just slightly will move the crosshair 
considerably. This works extremely well, and it means that you can target objects (get near an 
object and you automatically lock onto it) and shoot at them. Some of the Contracts will require 
you to destroy specific advertising boards, while other types of destruction (fuel pipes for 
example) can cause all manner of track hazards for the racers behind you. 


Mr Cates gets his influence 
everywhere, cheeky git! 


Cun placements slowly sap away at 
your energy bar as you scream past 
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track) the engine is pushed that little bit 
too far and the framerate drops. It doesn't 
really affect the gameplay, but perhaps 
the team should have cut back on the 
geometry just a little in order to match F- 
Zero's constant 60fps? Most of the time 
XC does manage 60fps, and at these 
times it's beautiful. 

2. Multiplayer - At one point XC was 
heading in the four-player direction, but 
framerate problems meant that it had to 
stay at two-player only. The four-player 
option is a major plus point for F-Zero — 
this was one of the main reasons why 
Nintendo delayed the game - and XC 
could have done with a few more months 
to get it integrated. 

3. Random Turning - Points 1 and 2 are 
little things that we would like to see 
improved, but Point 3 is something that 
actually annoys us. It probably only 
concerns half a dozen corners in the 
entire game, but it still annoys us. You'll 


be tearing up a hill (or down it if you're 
racing upside down), but once you get 
to the apex you'll have no idea of what's 
on the other side. By trial and error you i 
can learn how much you need to turn in * 
order to get around the blind corner that 
is just over the apex, but this sort of 
randomness contradicts the skill element " 
of the game. F-Zero gets around this i 
problem by using semi-transparent track \ 
sections - that way you have some idea 
of what's coming up. f 

So there you have it. These are the * 
reasons why the game has lost those i 
precious points. Please note though that I 
none of them stop it from being a 
fantastically frantic, competitive, addictive 
and exhilarating racer that manages to 
take the XC series to a whole new level. 
XCRA is by far the finest game in the 
series and only falters because the car in 
front is a Nintendo. 

CHANDRA 



PANIC IN THE STREETS OF XG 

The Career mode takes you on quite a journey, but stick with it and you'll soon 
find yourself in the possession of a mightily impressive bike. To start off with 
your bike has no sponsorship and no weapons. Once you get a sponsor you will 
be given access to the Level 1 weapons, and by the time you get to the end 
you'll be dishing out Level 3 missiles and nukes. Of course, as you progress 
through your career your enemies get more intelligent, more bitter, and more 
likely to gang up on you. To match their aggression your bike's weapons and 
shield meters will replenish themselves at a faster rate. This basically means that 
it's far more difficult to die, and that any given race will be an absolute riot 
The Scavenger track races in particular leave you breathless. Three laps of an oval 
track filled with boosts and weapon orbs ensure that only the most aggressive 
player will come out on top. 



XGRA 
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U1EURL5 

Vast, detailed, pleasingly themed 
tracks and varied textures 

HU DID 

Some great sounds mixed in with 
the aggressive commentary 

ERmEPLRV 

Initially daunting but once you 
know the tracks you'll be loving it 

LIFE5PRn 

Expansive Career mode but not as 
exhaustive as F-Zero CX 

□ RIGIflRLITV 

The fourth XC title, still manages to 
add some cool new ideas 


Similar in many 
ways, but just that 
little bit better in 
every one. A 
beautiful game 

F-ZERO GX 


Reviewed: Issue 21 


2ND OPINION 


MY EYES! "Captain Falcon 
and pals have another rival - a 
beautiful game with some incredible 
tracks, XCRA is one of the most 
accomplished racers on the GC." 

LUKE 


FINAL SCORE 






CUBE Ratine: 9.4 


A FANTASTIC EVOLUTION OF THE 
SERIES AND A QUALITY 
ALTERNATIVE TO F-ZERO. 
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Bosses lull you into a false 
sense of security before attacking 
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STOP SKULKING! 


This horrible skull 
boss pops up on every 
level. Watch out for 
his suicide attack! 
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PUBLISHER: HUDSON 


PLAYERS: 

1 


8 BLOCKS 
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Kelly watch the stars 

game in Hudson's new 

budget range is a 

remake of the fondly remembered PC 
Engine and Famicom title Star Soldier. 
An overhead shooter, originating in 
1986, there are no surprises to be had 
here. You simply cruise up the screen, 
blasting away, earning points and 
defeating bosses. Its pure no-frills 
shooting action but these days, is this 
a good thing? The subject is slightly 
moot in Japan since both this and 
Lode Runner are selling at only 3,000 
yen, but for importers the two games 
are still going to cost an arm and a leg. 

Even though the CC version is now 
graced with polygons instead of pixels, 
the older versions looked a lot better, 
or maybe that's just a rose-tinted 
dream. While technically an 
improvement, in this new version the 
colours are garish and it has that odd, 
uneasy itchy look, like an amateur PC 
title. Once you get into the action this 
doesn't detract from the gameplay but 



this soulless look may curl the lip of 
older fans of the series. The explosions 
look nice though. On the other side of 
the coin, the music is suitably heroic 
and mighty. 

When you compare Star Soldier to 
recent titles like Ikaruga, it's not hard 
to see why games have moved on. The 
stripped down elegance of the 
aforementioned title was a smart 
move, as was the absence of power- 
ups. Star Soldier, a remake of an older 
title, is plagued with problems that the 
genre grew out of in later years. Losing 
a life on a boss will return you to the 
screen with the lowest possible power, 
the bosses are small and lack 
imagination and although it's a very 
tough game to go through, outside of 
the three difficulty selections there's 
nothing to keep you coming back. An 
old-fashioned points system gives no 
scope for exploring different ways of 
ruling the scoreboard, and to make 
matters worse there isn't even a two- 
player option! One thing that you can 
do is to alter the speed of your ship 
which makes evading enemy fire easier 


in complex situations of screen-filled 
madness and gives you the ability to 
quickly empty the screen of enemies, 
but other than this Star Soldier comes 
across as what it is - old fashioned. It's 
a very cool game to play every now 
and then, and it should go without 
saying that GameCube owners starved 


of scrolling action will find much to 
enjoy here. But while PS2 owners are 
graced with the likes of DoDonPachi 
Dai-Oujou, (a wonderful sequel in the 
successful DoDonPachi franchise) 
we're getting stuck with simple 
remakes of ancient games. 


GARY 


CUBE VERDICT 



IJI5URL5 

Technically reasonable but stylistically, 
lacking in flair 

RUDIQ 

Pumping chest-tunes make you feel like 
an anim£ hero, yeah! 

ERmEPLRM 

Initially fun but after an hour or so you 
realise that there's nothing much there 

LIFE5PRn 

Three play modes times three difficulty 
settings « nein coming back for more 

□ RIEinRLITV 

This is a remake of an ancient scrolling 
shooter, so 


71 


ONCE A CLASSIC, BUT ITS CLEAR 
WHY GAMES HAVE MOVED 
ON SINCE 




















Going 
for gold 



11] I 


The running man 

has appeared on 
pretty much 
every system going up to now, and 
here's a CC version released on 
Hudson's new budget label. For those 
unfamiliar with the name. Lode 
Runner is primarily a puzzle game, but 
its fast-paced action means that you 
can't just sit around and think things 
through. Each level has a set amount 
of gold piles sitting around that you 
need to recover before escaping up a 
ladder Of course, things are easier 
said than done. You can't jump or 
clamber up blocks, you can only drop 
down and so the only way to vertically 
navigate is by using ladders. You're 
also equipped with a blaster that you 
can use to destroy a block situated 
one level below and next to you, with 
four directions of fire - up, down, left 
and right being mapped to a specific 
button. On top of this you have several 
enemies lurking about and any contact 
with these spells game over. There are 
60 levels in all, and 25 more for those 
insane enough to have completed the 


first set. If you fancy even more 
punishment you can collect a medal 
for doing each level within a set time, 
and on every single one there's a 
piece of fruit to find and collect. Lode 
Runner masters will be able to unlock 
a 'gift box' by completing these tasks 
which rewards you with the original 
Famicom version of the game along 
with other goodies. 

The pace is truly frantic. You're never 
safe from the wandering enemies and 
so you have to be constantly moving, 
thinking ten steps ahead. Later levels 
take a long time to work out, and even 
then actually completing them isn't at 
all easy. As the initial 60 are all open 
from the start, frustration isn't so much 
of a factor - you can always tackle 
another level while you get your 
breath back. 

The question for players of the 
original is how it plays in comparison 
to the older games. As you can 
imagine, the isometric viewpoint can 
cause headaches, such as making you 
misjudge a drop, or having you run 
directly into an enemy. It's a good thing 
then that you can tap either shoulder 


button to twist the viewpoint around. 
On top of this you can also use the C- 
Stick to move the camera on its vertical 
axis, and the pause menu has an 
option named 'slice', which lets you 
peel the level away block by block. If 
you've already enjoyed Lode Runner in 
the past then you'll love this. It works 
extremely well in 3D, and is 


challenging enough to give anybody a 
considerable amount of grief. However, 
for new gamers this may be a bit too 
under whelming. The graphics are truly 
32 bit (even the N64 version looks 
better!) and the music sounds as if its 
coming out of a NES chip. Yes, it's a 
classic puzzle game, but there's much 
better out there. 


GARY 


CUBE VERDICT 


CUBIC LODE RUNNER 

R PUEELER THRT WILL HRUE VDU GURmnE FDR BRITRin 


UI5URU5 

Looks very 32bit, but smart enough not 
to cause too much offence 

RUDID 

Classic tunes with a touch of 21st 
century sparkle 

EHmEPLRV 

The strength of the game Addictive and 
tough, and truly old-skool 

LIFEBPRn 

85 levels of madness, medals and fruit 
if you finish this then you're a nutter 

□ RIGinRLITV 

Lode Runner has been around since the 
MSX. Or ts that Apple II? Whatever! 



TOUGH, REWARDING, BUT IT 
LOOKS AND FEELS A 
GENERATION OLD 

















HIRBV5 RIRRIDE 


■ 150 UNLOCKABLES 


■ RACE DIFFERENT VEHICLES 


■ 3 MAIN GAME MODES 


■ LAN ENABLED 


Some of Kirby's tracks 
might seem strangely 
familiar to fans of F~ 
Zero, maybe 
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4 BLOCKS 


nice view 


KIRBY 1 


AIRR 


A Japanese tech-head has managed 
to take this game online 





last six years or so we've 
seen screenshots of Kirby 
riding on a star. In fact if this game hadn't 
just been released we would have sworn 
we'd already played it, so familiar are we 
with the concept. However, here it is, sat 
on our desk. Kirby's Airride is just such an 
easy game to get into (barring the 
Japanese menus, of course!) There's 
no need to worry about 
accelerating and the inability to fly 
off the side of the courses means 
that even steering can take a back 
seat to enjoying the scenery. 
Maybe this is the reason it's 


taken so much stick with the press 
recently, but as with a lot of things in life, 
there's far more to discover than initial 
impressions may suggest. 

Every action is assigned to the A 
button. As well as 'pushing in' your board, 
which allows you to slow down and 
boost out of a comer (more on this later) 
you can also suck in enemies and use 
their abilities. Some of them are executed 
as soon as you've got them, such as the 
flaming hat and the Link costume, but 
others like the spiky hat need to be 
activated with the A button. Surprisingly 
this works extremely well, taking the 
headache out of keeping tabs on what 
buttons do what. You don't even notice 
the lack of an accelerate button after 
approximately four seconds. It makes 


sense not to have one in a game like this 
where its difficult enough to see where 
you're supposed to be going, keep an eye 
on oncoming attacks and timing your 
corners correctly. Ah yes, comers. At first 
they seem a little arbitrary as you can just 
bump your way through them without 
any major loss of speed, but experiment 
more with the pushing action and you'll 
notice that Kirby slows down, allowing 
you to make tighter turns. Let go of the 
button and you'll speed off with a boost. 
(Later unlockable vehicles have different 
attributes which can affect the speed of 
your boosts.) This allows the player to 
execute hairpin turns perfectly and when 
you consider how simple it is, it works 
very well. You'll be especially grateful for 
this skill in some of the later levels where 





















OAS TRAIN: Tver fancied taking a train ride through 
Kirby's world? Well now the pair of you can, and see 
everything there is to see in the town mode! 


f 
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Under the 
sea- 
dodging 
big tubes 
and Tetris 
blocks... 


Kirby races 
all manner 
of worlds, 
even the 
inside of a 
volcano! 



M.O.. ITS pretty 

I 43 CjLEAR TO US 
THAT THIS 
GAME WAS 
DESIGNED FOR 
MULTIPLAYER” 


© There's not much room for 
overtaking on this track 



SECRETS TO 
BE FOUND 

UNLOCK IT ALL 
Even though racing games don’t usually 
present much of a problem to play in 
Japanese, Kirby's Airride is different. Every 
time you complete a race in first position 
a giant grid comes up with one square 
painted in green. Come in any other 
position and it's red. Further research led 
us to the conclusion that we were 
gaining items such as extra vehicles 
whenever we managed to get a square 
green, which didn't always dictate that 
you need a first position. Place your 
cursor over each square and you get a 
description of what to do, such as 
completing a lap on a certain course 
within a certain time limit, or completing 
1000 laps in total. With all the squares 
and game modes taken into account, this 
works out at 150 unlockables! It's SSBM 
all over again. 
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The spud's 
racing antics 
are more 
involving 
than you 
first think 




Small tracks 
and limited 
graphics 
mean the 
action never 
slows down 




hairpin turn leads into hairpin turn, over 
and over again. 

As well as the normal 3D racing, 
Kirby has two other tricks up his pink 
sleeve. There is also a mode - just as 
large - where you take part in 
overhead 2D racing. This is harder to 
play than the normal mode but it's far 
more frantic and competitive. It plays 
largely the same but over smaller, 
narrower courses. The other trick is 
another mode, a very strange, sort of 
Kirby Theft Auto. You race around a 
huge city (which you can explore on 
foot at any time by pressing A and 
Down) completing tasks. What exactly 
the point of this section is it's hard to 
say, but to our alarm we managed to 
get the frame rate down to around 


2fps at one point! Most odd. 

Its pretty clear that this game was 
designed for multiplayer. The simple 
graphics allow for an ultra-smooth 60 
fps with four-player split-screen action, 
or even with LAN. The only problem 
with this is that you can't have more 
than racers when the amount of hectic 
power-ups and the wide tracks are just 
begging for eight players to take part. 
Still, this is one of the best examples of 
a multiplayer game on the GC yet and 
will probably remain so until Mario 
Kart. It's not for everyone. Despite the 
huge amount of secrets to unlock it 
doesn't last too long and some people 
will find it just too sugary. However, if 
you're looking for something to play 
with the whole family or with a lot of 
friends then Airride perfect. Remember 
though, this isn't the most import- 
friendly title out there so it might be 
best to wait for the English language 
version to arrive. 



5imPLE nno Fun rrcer for EUERvnnE 


HAL's premier 
franchise recieves 
an update that 
simply screams 
multi-player fun 


EXCELLENT FUN AND MADE FOR 
MULTIPLAYER. THE ACTUAL RACING 
IS A TOUCH SHALLOW THOUGH 
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CHANNEL** 


CARTOON HEROES 

The main cartoon 
featuring the Pichu 
brothers pops up quite 
.often through the game 
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Don't touch that remote! 





Turn on, tune in 
and have some fun 
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Pokemon isn't dead, 
m fact, impressive 
European sales figures for the most 
recent Game Boy Advance games make 
them some of the most popular 
portable games on the powerful 
handheld, and, as you'd imagine, 
Nintendo has no plans to let the GBA 
do all the hard work. The GameCube 
has several different Poke-titles in 
production and while some were shown 
(playable or otherwise) at E3, a few are 
being played a little closer to the big N's 
chest. Of what we did see, Channel 
looked to be one of the more 
adventurous titles - a sequel of sorts to 
the N64's ill-fated Hey You, Pikachu! 


(the game where you talked to the 
little yellow guy to guide him around), 
Channel ditches the voice 
recognition gimmick in favour of a 
new one - television. 

Starting off with a handful of 
channels and a dodgy little colour TV, 
the majority of the game will see you 
performing a wide variety of activities 
in order to expand your station 
selection accordingly. These include 
typically comical takes on news, 
shopping, fitness and weather 
channels, each of which appeals to 
Pikachu differently - he has been seen 
to get quite involved in the quiz show 
and turn off the weather station when 
he got tired of it (which didn't take 
long). In fact, Pikachu's ever-varied 
personality is one of the best parts of 
the game, meaning he'll react 
differently to various things and make 


loads of decisions and actions without 
you even raising a finger. You can 
literally just sit back and watch the 
little guy for ages, safe in the 
knowledge that you'll be entertained. 

The real fun doesn't start until you 
get outside though. After certain events 
have taken place, Pikachu is free to 
leave the confines of his room and go 
exploring. To begin with, only local 
fields will be available allowing you to 
mingle with other monsters, but as 
time goes by more locations become 
available and Pikachu will need to ride 
possibly the finest bus we've ever seen 
to reach them. Once out and about, 
you're able to interact freely with 
environments and monsters - picking 
flowers and mushrooms, exploring new 
areas and quizzing the locals are all on 
the agenda for the budding adventurer. 
As you progress through these, more 


POKEMON CH 





















QUIZ SHOW: Of all the channels, Wobuffet's game 
show stands out as one of the best, offering a chance 
to answer questions and earn some cash. 
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Once you get out 


the 


bit 


odd 


get 


ings 


channels become available on the TV 


more niche title. 


THE LANGUAGE 
BARRIER 

iwmiMn MUMBSKUem 

Pokemon Channel may look and feel 
like one of the most childish games 
to appear on the GameCube but 
we'd have to advise all youngsters 
(and, in fact, all those not too well- 
versed in Japanese) to wait for a 
release in our native tongue. So 
much of the game revolves around 
interacting with Pikachu and 
responding to on-screen stimuli that 
without a decent knowledge of the 
language or some masterful 
guesswork, some sections are simply 
unplayable. Still, we know now that 
the core game is enjoyable enough 
so now we're looking forward to the 
US and UK releases even more. 


“IF YOU DIDN’T LIKE 
COLLECTING MONSTERS 
, THIS ISN’T GOING 
TO START YOU 


ii 


NO REALLY, THAT’S MOST OR THE GAME.. 

As the name suggests, Pokemon Channel is very much centred around television 
and, as such, you'll be watching quite a lot Be it picking up some bargains on the 
shopping channel, earning a little spending money from the quiz or just kicking back 
with a cartoon, fans of more active games might not find the game they're looking for here. 
Nevertheless, the action both onscreen and off will strike a chord with fans of the series and 
the games - it's been a while since the Pokemon universe has been recreated so splendidly. It's 
only really the fans that will 'gef this, but you probably knew that anyway. 


until eventually you'll have pieced 
together an entire episode of one of the 
much-loved Pichu Bros shorts that often 
accompany the movies. 

Unfortunately, there's very little to the 
action in Pokemon Channel. Much of 
the game involves clicking on an item 
and watching what happens. While this 
may be fun for Pok6fans such as 
ourselves, we all but guarantee it'll leave 
the masses cold, and if you didn't like 
collecting monsters before, this isn't 
going to start you off. If you are a fan, 
though, this is a simple but thoroughly 
enjoyable title and seeing the whole 
Pokemon world recreated in glorious 3D 
really gets us salivating over the 
prospect of a true GameCube RPG. Still, 
this is usually the case with Pokemon 
games, but where the GBA games can 
be enjoyed by all gamers, this is a far 


All in all, it may only be one for the 
fanatics but there is a lot of fun to be 
had with Channel. Some of the better 
parts will have you in stitches and while 
the game itself may be fairly linear and 
restricted, it makes up for it in terms of 
sheer amusement. If the next slew of 
Pokemon games can pull off the same 
level of presentation and care, we 
should be in for something quite special 
from Colisseum and subsequent titles. 

As for Channel, we recommend you wait 
for the UK release (or at least the US 
one for you FreeLoader users) to get the 
most out of it, but if you've ever found 
yourself enjoying a Pokemon game - 
you can admit it, it's nothing to be 
ashamed of - you'll have some fun with 
this one. Just don't expect an all- 
consuming experience. 


ANNEL 



POKEMON CHANNEL 

ErUDYRBLE BUT FRR TDD 5imPLI5TIC 


The only thing 
similar on Cube, 
but Pika and pals 
do it better 


DISNEY’S MAGICAL MIRROR 


DESPITE THE CHILDISH SKEW. 
CHANNEL IS A FUN ADVENTURE. A 
MUST FOR POKEFANS 


CUBE Rating: 5.9 
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NETWORK 



VIEWPOINT 


Here at CUBE we get letters from all over the 
world. We like that It makes us feel warm and special. 



CHEATING 

MONKEYS 


(9 They scurry, they make 'ook ook' noises and 
SCI their lives revolve around the acquisition of 
yellow, vaguely phallic looking fruit. They even manage 
to solve a few gaming problems along the way. 


Hol« 1 


papH 
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FORUM FRENZY READER REVIEWS 


i Another selection from the 
P eclectic totalgames.net forums, 
and some of it's pretty scary! 


( More contentious opinions on 
the big games of the moment. 
Everyone's a critic, apparently. 



BEAT THE TEAM 


There could only be one 
choice this month, so all our 
challenges focus on the incredible F- 
Zero. If speed is what you need, this is 
gonna blow you away. It's faster than 
the fastest thing you can imagine! 


ADVANCE 


HO Cute creatures are the 


I order of the day on CBA 
this month with PokGmon alongside 
the honey-sweet world of Hamtaro the 
love hamster. At least there's some 
action with C7 Special Forces. 


STUDIO EYE 


Another inside look at 
the world of games 
development. Before the gala premieres 
and glamour there's an awful lot of late 
nights and order-in pizza to get through. 
It's all part of the fun . 


COMPETITION 


114 Win stuff — it's as simple 


1 as that Every month 
CUBE brings you the coolest 
giveaways. It's like Christmas come early 
for the lucky few. This month we've 
scored some goodies from the people 
behind top new flick Underworld. 
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I55UE TLLlEnTV THREE 


VIEWPONT 


THIS MONTH A TRAGIC TIME-TRAVELLING ACCIDENT 
LEFT THE LETTERS PAGE STUCK FIRMLY IN THE PRESENT 


Due to a bout of 
incredible 
haughtiness, this 
section will 
henceforth be 
referred to as the 
Page Formerly 
Known As Viewpoint 


AD NAUSEUM 


GET IN TOUCH 


@ Dear CUBE, I've been a Ninty fan for 
some years now - since my first go on 
Pilotwings actually - and I've become a true 
Ninty collector too with some really fantastic 
collectables from around the world. I strongly 
supported the N64 as I felt and still feel it 
had most of the best games available. I still 
think that some N64 games were far superior 
to some of the trash put out on so called 
'next gen' consoles of today! 

My main point is the worrying absence of 
Nintendo adverts and promotion. I know this 
subject has been a repeated item in several 
issues of CUBE but I just don't think 
Nintendo fully understands what it needs to 


You've got no excuse not to get 
in touch with CUBE. We're 
always waiting to hear from you, 
because we love you! 


be doing! I read today from someone in the 
mag that they could do better with a 
handheld camcorder and a budget of 50p! 
That's exactly how I feel too! I was on 
holiday in Florida last year and the amount of 
Nintendo ads on the TV was huge. They were 
shown time and time again. And they were 
damn good adverts! 

What people need to see is in-game 
footage from some of the best Ninty games. 
For example, the opening movie in Wave 
Race Blue Storm. Just that opening sequence 
in a TV ad would've been fantastic. The music 
is excellent and the footage is superb. But we 
got some prat in a box that just didn't show 
off the amazing graphics and gameplay! A 
wasted opportunity if you ask me. Watch it 


JNE ONE TIME 


EMAIL 


To be sure they land in the nght place, 
aim your emails at CUBE@paragcxi.co.uk 


®LETTER 


Dear JBT, 

I was just reading through a few of the 
later issues of your magazine, and I think that 
you have over-rated online gaming. I mean, I 
have never had an Internet connection for a 
console, but my friend Luke has a Dreamcast 
hookup. He says it is great, being able to beat 
other people and that but surely multiplayer 
games are just as good with the four 
standard GameCube controllers, without the 


CUBE Magazine. Paragcxi Publishing. St 
Peter s Road. Bournemouth, BH1 2JS 


m SMS TEXT 


We’ve got an exclusive SMS text service 
sponsored by Orange. Simply text us your 
question or comment on 07866 620761. 


Call the cube team any time between 
4pm and 6pm weekdays on 01202 209342. 


/SI FAX 


Or you can send your letter to us 
by fax on 01202 299955. 


again and you'll see what I mean. 

We need to see ads on the TV at prime 
times on prime channels - 6pm, 7pm and 
8pm on ITV and Ch4, not on MTV at three 
o'clock in the morning. It just doesn't work. 
Then there need to be promotions with other 
large companies. All I've seen is a promotion 
with Fruit Winders - tha's gonna do a lot to 
dispel the kiddy image isn't it?! 

Whenever the TV has prizes it's always 
"win this Xbox" or "we've got a PS2 to give 
away". You never hear "look at this amazing 
GameCube we're giving away". Why? Who 
sorts this sort of thing out and why the hell 
are they allowed to keep their job? Let me 
have a go. I'll do it for half the price they're 
paying the current twit! 


extra fees. I understand that the 
only GameCube online title is PSO 1+2. 
When it came out on the Dreamcast it was 
moderately good and over-rated. I think 
your generous score for it was far too high. 

Obviously, I am just a nut but I'm sure 
that there are other people out there that 
think online gaming is rather pointless. 

That guy a few issues ago going on about 
how he spent £80 odd on the game and 
accessories and it never worked. I do not 
think online gaming is the way forward. 

And also, I would like to bring up that 
the GameCube is not a Dreamcast. Nor is it 
a PS2. So why all the CHEAP, EXACT, ports 
keep turning up. Sonic Adventure DX is a 
great example. Oh, and Wreckless. Same 
with the GBA. It is NOT a SNES, Ninty. 

RORY QUINN, POOLE 


CUBE: The potential of online gaming 
is huge but it's only just starting to be 
fully explored by Sony and Microsoft 
Nintendo is showing prudence in seeing 
how well it works before ploughing 
money into an area of potentially low 
return. You still need great games 
though. In our opinion, online should be 
a bonus not a primary focus. 
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The CUBE SMS texting service is brought to ^ 
you courtesy of Orange. For more information on 
Orange’s range of wirefree™ games log on to... 
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>range | www.orange.co.uk/multimedia 
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We want your text! i 


GBA CRAZY TALK 


@ Dear CUBE, 

I've been thinking (as I sometimes do) about Nintendo's 
future. As everyone knows, the CameCube isn't the most 
successful product to come from Nintendo, and seems to 
always be overshadowed by the PlayStation or Xbox. But a 
the big N does have the upper hand when it come to Jr 
portable gaming. So, why doesn't Nintendo just 
focus completely on that area? They could 
revolutionise portable gaming (again) with 3D 
graphics and wireless Internet and other great^ 
features. Their whole home console 
gaming section could just be dropped 
and Nintendo could make new 
super-powered Game Boys! 

Am I right? 

ANON 


CUBE Wash 
your mouth out! s 


Anyway, enough moaning. I'm looking 
forward to 1080° Avalanche, F-Zero and the 
Pilotwings sequel. Here's to a brighter and more 
advertised future for the 'Cube. 

Thanks CUBE , keep up the good work! 
PAUL FEY 


example, which doesn't come with the 
discs), the discs include region 2 encoding 
as standard. If there was enough interest 
out there for a region-free disc we could 
look into it Let us know. 


CUBE: The simple fact is that Nintendo 
cares about the US market far more than 
Europe. It's been said many times before, 
but it never becomes any easier to swallow. 


PAST GLORIES 


@ Dear CUBE, I never write to magazines 
b 


GOD BLESS AMERICA 


Q Hello CUBE, My name is Neil Clark and 


WE RULE 


f I live in the US. I buy your magazine 
anytime I can find it at my local book store and I 
must say, to be published in a country that gets 
videogames after everyone else has already 
beaten them (I'm really sorry about that by the 
way) you sure do have the most comprehensive 
and up to date information of any other 
magazine printed here in the US. 

We don't actually have a dedicated 
Gamecube magazine! Your 
previews are usually quite large I 
and informative, and I love the I 
larger format My only 
problem is the demo disks. 

They don't work here! Is it 
possible to make them so 
that there is no regional 
code? Is the code 
necessary? I don't know how 
this works, but I get non- 
coded DVD's from Japan all the 
time. Please help us out — we don't 
really get any GameCube demo disks here. 

Gamers 'till the end, 

NEIL CLARK 


, CUBE: 

f/£/V W sure about 
that but you can bet 

k. Tru,t around! 


CUBE: Since the UK version of CUBE 
only officially ships to region 2 territories 
(there is an Australian version, for 


but I got some time on my hands and a 
lot to say. So I'm gonna tell it like it is. 

GameCube does not lead the console 
market for various reasons such as poor 
marketing, but I believe that the main problem 
and the reason for its failure is its image. It is 
seen as a kid's toy and in the world today, 
where image is as important as capability, 
that's a problem. The guys in charge at 
Nintendo are out of touch with the youth as 
well as mature gamers. The masses are not 
stupid, gamers are maturing faster nowadays 
and they know what they want. 

Nintendo needs to get off the 8-bit and 16- 
bit nostalgia. Let Mario rest, he's past it. Why 
should I buy Zelda Wind Waker for £40? 

If I wanted to watch a cartoon I would 
buy a Disney video for £12. I 
refused to buy Wind Waker cos it 
l looks like a badly drawn cartoon. 
I Nintendo needs to understand 
£ MATURE GAMERS DONT WANT 
GAMES THAT LOOK CHILDISH 
AND NIETHER DO THE YOUTH. 
The only people who prefer those 
games instead of more hard-core 
titles are the people in charge of 
Nintendo. 

Many of Nintendo's in-house titles have sold 
well because they are technically well 
produced and highly playable, but it is also true 
that for GameCube owners, there are hardly 
any games to choose from. 

Nintendo spends too much time on crap like 
Mario Party and Game Boy connectivity (the 


s***test innovation of recent times). They leave 
third parties to give us lame ports of old PS2 
and Xbox games. 

The GameCube is a good console and has 
great potential for producing some of the best 
games - that's why I bought one. However, 
the image problem remains. Metroid Prime 
was a well-made game and deserves credit, 
but it's not mature enough. Most of the game 
involves shooting bugs, too much jumping, 
jumping, jumping and the scanning could 
irritate the most patient gamer. I completed 
the game with 95% items and 91% scans, the 
ending was rubbish. Do you think that I'm 
going to waste time playing the game again, 
doing all that jumping and scanning again to 
get 100%? No way! Lets just hope Metroid 
Prime 2 is more like Halo and less like Mario. 

One last point, seeing that the GameCube is 
doomed and a new machine is due in 2005, 
Gamecube 2,1 want to give Nintendo some 
advice. 

1. The machine must look good like the DVD/ 
GameCube that was not released in UK (not 
purple or anything stupid like that). 

2. This new machine must be compatible with 
current GameCube games, in the same way 
that the PS2 can play PSone games or I ain't 
buyin' Nintendo products again. 

A lot of people agree with me but can't be 
bothered to write, so I've taken time out. 

Please print this letter in your magazine — I 
would interested to know your opinion on the 
issues I've raised. 

BLAKE CARRINGTON, LONDON 


CUBE : Anyone care to comment? 


@ UJHV DOES mV FHfflllY IHWH 
I’m CRAZY CAUSE I GOT A CUBf 


Ml CRAZY CAUSE I GOT A CUBf? 
CUBE: Because they suck. Get a new 
one. 


@ IS ff:CC GOIAG 10 BE A LOnG 
GAIRE LIKE THE OTHERS? 


CU8E: About 40 hours. 


© do you thiak ninitnno umi 

IJIAKt A CEL -SHADED ZELDA 


SEQUEL? ROT THAT I nilllO BUT 1RV 
GIRL fRIEIII) REALV fARCIES THE 
PROPA LOORin LinK! 

CUBE: I’d keep an eye on her if I were 
you. 


i^UJHAT THE HELL DOES Q? 03 

'3/mEAnon your release 


OATES? 

CUBE: Quarter, as Q3 03 would be 
July/August September 2003. Easy eh. 


@ 00 U HAU A CHARACTER Of) 
PSO? If SO UIOT IS IT AflD DO U 
GO OnLlflE ? 

CUBE: Gary likes to go on as a young 
girl. He pulls a let! 


vl GOT A COUP 

' CUBE: Don’t haue a cow. man! 


@ HI GR8 (DAG LUU THE LOOK Of 
ff.*CC BUT UIHEI1 YOU G0II1G 2 
HAUE A fREELOADER UERSIOfl UIITH 
THE IDAG? 

CUBE: You neuer know ;o) 


@ US PAL GAIDERS ARE TREATED 
LIRE SH’TE. UJHATUE U)f DOIlt 
TO DESERUE THIS? 

CUBE: Being bom on the wrong 
continent. 


@ the DAncm monKEYS in the 
DKO nG ADUERT REIDIflD DIE Of 


DKOnG ADUERT REIDinD IDE Of 

STEPH 

CUBE: I wouldn’t say that to her face! 


\ We still get misty eyed at the 
r very mention of Ocarina Of time 




BRING BACK THE JID! 

Dear CUBE, 

When Zelda came out with Ocarina Of Time and Master Quest as a bonus disk, I 
thought that this should be a standard that other great games should meet. For 
example, Mario 128 should come with Mario 64 as an extra, and F-Zero CX, Mario 
Kart Double Dash and 1080° Avalanche should all come out with their N64 
counterparts too, with, of course, improved graphics, as this was the only let-down 
with Gamecube Ocarina Of Time. What d'you reckon? 

TOM STOCKS, NORFOLK 


CUBE: The danger of giving away freebies is that people start to expect them 
all the time. Don't be greedy now! 


^ 95 | 
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FORUM FRENZY 


□□□□□ 


People seem to be enjoying the new forum immensely, and 
everyone is back to their usual chatty selves! 

Dream a little 
dream for 
me... some 
people may 
say that 
gamers are 
no-friend 
losers, 

allergic to the 
sun and not 
worth the 
time of day. 

We just think 
they're weird. 


1 


1 



People that shouted loudest 
over the last four weeks 

Hot. boy and Shiva 
for reminding us 
of Christmas, 
feltmonkey and 
Super Ted for 
restoring our faith 
in morally decent 
posters and 
Numpty for 
injecting smiley 
fun into the 
proceedings. 

We're not sure if 
Muse Jammed is 
being sarcastic or 
not, which is 
worrying. 


TOPIC: EVER HAD A NINTENDO RELATED 
DREAM/NIGHTMARE? 

• • Author: PowerSlave 

• I have, I was walking to school with my 
friends when those things off Eternal Darkness 
(that burst out your body) burst out of them, what 
about you? 

0® Author: Omusremit 

' I was in bed with the missus after having 
bought Pok6mon Yellow the previous day. When 
we got up in the morning she told me I kept 
stealing the blankets - that's when I 
remembered that I dreamt I was playing 
Pokemon and one of their attacks was to steal - 
and the action performed was exactly like 
stealing the covers. Needless to say I was 
slightly embarrassed. 

However, it did earn me a cuteness ranking in 
her eyes. 

• • Author: Herbert 

*** I also had an Eternal Darkness nightmare 
and it was very disturbing. It was about me and I 
was in another family and we bought a house 
next to a lake. There was a woman who owned 
the house before who disappeared like they 
always do. 

It started peacefully with me doing the 
gardening. Then my dad found the body of the 
missing women buried under the main 
bedroom... snip — Ed (The middle of this post 
can consider itself well and truly chopped out 
due to the fact that Herbert is clearly a very 
scary person and I for one wouldn't want my 
kids going round his house to play, if I had any, 
which I don't but that’s beside the point Ever 
since reading that post Cary has developed 
various nervous ticksand refuses to go in the 
coffee room, even if we offer him chocolate 
biscuits. A very disturbing development we think 
you'll agree. Well, you would if you knew Cary!) . 
Then on the lake, something was moving. My 
mum and dad in the nightmare were my actual 
mum and dad. 

-##: CUBE: Those with a weak stomach may 
s ‘^ find it best to avoid the forum when 
Herbert's prowling around... 



TOPIC: THE GAMECUBE 2 CONTROLLER 

> <• Author: Prince Tricky 

• Why doesn't it just include a screen? 
Wouldn't that make the whole 'connectivity' 
experience so much easier?! If this was Nintendo's 
plan all along, why didn't they just include it to 
begin with? Ah, right money. 

• • Author: Muse Jammed 

• Because it would be as big as the box 
controller. The Japanese wouldn't stand for it As 
for improvements. Hmm. they could make a 
slightly larger D-Pad, two more shoulder triggers 
and a Z-button that faces the right way. Also, 
make the controller slightly larger - they shouldn't 
use Japanese anthropometrical data. Apart from 
that they should keep the design the same. 

CUBE: Hmm. what about the D-pad? 

One that doesn't actually hurt to use would 
be a nice addition for the next generation of pads, 
we reckon. 

TOPIC: GAMES THAT ARE HARD 

• • Author: Shitigotaheadrush 

• Super Mario Sunshine. I just can't 
complete that game I can complete Eternal 
Darkness, Resident Evil Remake and Resident 
Evil Zero, but I can't complete a game aimed at 
all ages. What's up wit* that? All other games I've 
played are easy. Which GC games are too hard? 

• • Author: aiai 

"—' Well, Smash Bros. Melee isn't THAT hard, 
but is really hard to get ABSOLUTELY 
EVERYTHING including all trophies, characters 
and levels. How many Shine Sprites did you 
have? I've got about 50 but I play on Resi Evil 
Zero more (I got them at the same time). Super 
Monkey Ball 2 gets really hard - after the first 
four or so areas in adventure, this game 
relies on plenty of luck. But it's so fun on 
mini games... 



STEP THREE: 


Er, that's it... Thousands of you have already joined in, so 
it's obviously pretty simple - heck, even the CUBE 
team managed to register first time, and if you're lucky, 
you'll get a chance to speak to us there! 



CUBE: Viewtiful Joe is VERY tough, and 
F-Zero CX is also causing a few headaches 
around these parts. Try the SNES version of the 
hardest difficulty level for a real man's (or 
woman's!) challenge though... 
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Disagree with one of our reviews? Write a 130-word review of a 
GameCube game and if we're suitably impressed then you may just 
find a JOYTECH memory card winging its way to you. 

THE NINETY PERCENTERS... 







PUBUSHER: 

INFOGRAMES 

DEVELOPER: 

SHINY 

ISSUE REVIEWED: 

20 

CUBE RATING: 

6.8 


ENTER THE MATRIX ,s a potential 
gold mine for most developers. Both 
films are box office hits and the game 
really does try to live up to the hype. 
With two playable characters, Ghost and 
Niobe, and a wide variety of silky slow- 
motion moves to perform, first 
impressions are good. The first level is 
designed to help you into the game and 
gives the player lots of time to learn and 
pull off all the stunts and tricks the films 
are famous for. The scenarios are often 
stunning. If only the wow factor lasted. 
Before long, it becomes repetitive and 
boring. The graphics occasionally take a 
nosedive and the driving sections are 
clumsy and awkward to control. If only 
Shiny had created a game, not a £40 
hour-long film prequel. 

RICHARD GILL, HERTFORDSHIRE 


FI CAREER 
CHALLENGE 


PUBLISHER: 
DEVELOPER: 
ISSUE REVIEWED: 
CUBE RATING: 


EA SPORTS 
IN-HOUSE 
21 
7.8 


BEING AN FI fan I had been looking 
forward to this game since I first heard 
about it and when I first played it I 
wasn't disappointed. I think it's a great 
idea to span a game over more than 
one season as it means more tracks, 
cars and racers to choose from. I enjoy 
the way you can't just pick any team to 
race for but you have to earn your way 
into a team. It means that you become 
a better player in the long term. The 
interactive pit stops are great too as it 
means it is a lot harder to have decent 
pit stops, so the races are more of a 
challenge. The multiplayer is good fun 
as well as it can get really intense at 
times. This is easily the best FI game 
ever and I was a major fan of Grand 
Prix 4. 

EAMON HEGARTY, PEEBLES 
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WHAT THE HEU. is this?! I like Resident 

Evil games but this isn't so good, not 
even one bit. The graphics are still 
dated, they look as if they're too bright 
and blocky, plus the character's hands 
look as though they have just been 
stuck on to the arms with glue. The 
controls are still there and, frankly, this 
makes the game way too bad to play, 
and even to look at Also, there are only 
two game modes and two characters, 
making for a very short game. Overall, I 
think that it's a wasted opportunity, 
especially when compared to RE: 
Remake and Zero. They had effort put 
into them. Still, if you're a fan of the 
series and liked it before then get it 
again, but you'll probably regret it My 
friends and I certainly did. 

MARK SOMMIE, KENT 
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Win! JOYTECH kit to give your 
GameCube that extra sparkle! 


F-ZERO MANIA has hit the 

Cube offices. Everyone's been 
playing it constantly and so, in 
some kid of perverse 
celebration we decided to 
dedicate these two pages to 
this marvellous game. Think 
you can beat us? Of course you 
can - we spend the whole day 
writing about games rather 
than playing them, after all. 
Send your results in and a 
parcel containing a 4MB 


memory card, two controllers, a 
GBA link-up cable and a gold 
RGB cable might just find its 
way to you - you lucky people! 

Due to the way magazines 
work we can't put league 
tables in this issue, but don't 
let that put you off from 
sending in your top scores for 
Ikaruga, Tony Hawk's, Super 
Monkey Ball, Pikmin, Burnout 
2 ... find out what your standing 
is on a world-wide basis! 


THE WINNER! ■ 

Good, stiff competition this month. Dave C*LJE3El 

Every was in with a running chance for a fair WINNER 

while, Martin Verall impressed us greatly, Phil 
Hughes cranked out some cracking times and 
Jason Sherwood made us proud. However, Scott Dabell is this 
month's Gaming God, providing us with some remarkable times 
that blew the competition away. Excellent stuff. 




INTERSTATE LOOP 
















































CHALLENGE ONE 


GET THE POINT?! 


To battle Byron, enter the Standard mode of F-Zero 
and select the Ruby Grand Prix and see if you can get 
500 points. To do this, you'll need to come first in every 
single race. Byron spent all morning on this, turning the 
air blue. So once you've annihilated his time, feel free 
to mock him. Say anything you like, he can take it 
Disclaimer: you will be held responsible for all mental 
breakdowns that may occur. 

BYRON’S POINTS 


CHALLENGE TVUO 


RUBY RED 

Chandra's challenge is simple. Select the Aeropolis 
track of the Ruby Cup and burn through it in the 
fastest time possible. Now, Chandra suffers from what 
he calls 'vertigo', and what we call 'uselessness', 
meaning his time ain't all that great, so don't hesitate 
to enter and claim the lofty position of being better 
than Chandra at F-Zero - a title everyone else in the 
office currently enjoys. 


WHAT A PICTURE 


HDlil TD TRHE THRT PERFECT EflRPShlDT 


F-EERD EH 


CHALLENGE FOUR 


02 25 788 


02 08 <460 


0234 385 
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CHALLENGE THREE 


Right so you've played like a madman and finally 
managed to beat one of our challenges - so what do 
you do now? Well, you'll need to get a photo of your 
accomplishment or, better yet record the whole thing on 
video so that we can check it out for ourselves. If you're 
going to be adventurous and record a video, please be 
warned that we can't return any tapes sent to us. Those 
of you sticking to regular photography though might 
want a few tips on how to snap the perfect piccie... 


■ Turn off all the lights in your room so that you reduce 
the chance of light reflection on the screen. Also, turn 
down the brightness slightly on your TV to reduce any 
glare that the camera might pick up on. 

■ Switch off the flash on your camera - the light from 
the TV will be more than enough to illuminate the 
picture, and besides, the last thing you want is to have 
your photo ruined by flashing out the screen. 

■ Take several pictures, in case your first few turn out to 
be duds. No picture means no prize... remember that! 

Be warned - photos sent by email are NOT acceptable, 
as they can be doctored in any bog-standard paint 
program. People who use cheats or NTSC copies of 
games to get a better score (unless you're entering the 
import challenge, of course) will also be scorned and 
most likely ridiculed within these very pages. Finally, 
please note that we will NOT be able to send back 
anything that you send in as proof of your score - those 
of you who've been asking us for videotapes back or 
even sent in the only memory card you own, please 
take note of this rather important point. 
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GETTING GROVEY 

Miles has been boasting as usual. With his firey 
locks of hair and a tendency to flash his cash, its only 
natural that Fire Field of Diamond Cup is his track of 
choice, and after hours of practicing he's managed to 
trim his time down to a very lean two and a half 
minutes. He's confident that he can't be beaten, as you 
can see from the sneer on his face. C'mon, we want to 
see him bum! 


MILES’S TIME 


n 4 mi l 


. 


CHANDRA’S TIME 


SPIN, SPIN SUGAR 

Select the fourth challenge in Story mode and see 
how quickly you can clear the track of pesky 
opponents. Gary managed it in a just over two 
minutes, which in the world of 2,000km/h vehicles is a 
very loooooong time indeed. Almost as long as the 
amount of time it actually took him to complete the 
challenge, fix his broken GameCube pad and grow his 
hair back! 


GARY'S TIME 
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Blooper Bay 


Peach's Castle Grounds 


'Star' characters 


Boo 

Bowser JR 


Shadow Mario 


HOW TO...? 

Hold Z and press 
START on the title 
screen, then go to 
password tournament 
and enter CEUFPXJ1 
Use any character to 
finish the Lakitu Classic 
Use any character to 
finish the Cheep 
Cheep Tournament 
Use any character to 
finish the Sands Classic 
Tournament 
Use any character to 
finish the Blooper 
Open 

Beat the relevant 
character in Vs character 
match when there is an 
envelope symbol next 
to their name 
Acquire 50 bet badges 
Complete the ring shot 
mode with any 
character 

Earn every badge in 
Tournament mode 


All those Toadstool Tour 


cheats already! 


WARIO WORLD 

The fat pudger's game isn't marvellous but it's still worth a go 
through for Wario fans. There are loads of extras to discover too. 

UNLOCK HOW TO...? 


Best Castle 

Find 

all 

Jumping Rope 

Find 

all 

^Munch-A-Bunch 

Find 

all 

* Dodgeballs 

Find 

all 

UFO Assistance 

Find 

all 

Wario Whirled 

Find 

all 

Heads Up 

Find 

all 

Gold Digger 

Find 

all 

Lickety Split 

Find 

all 



GAMECUBE HINTS, TIPS AND CHEATS 7 DAYS A WEEK! 
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Calls cost £1.50 per minute at all times. Call charges will appear on your standard 
telephone bill. Please seek permission from the person paying the bill before calling. 
Operating hours seven days a week, from 8am till 11pm. If you have any queries 
call the customer helpline on 0870 739 7602 





































© Good evening my dear. I 
drive a Porscne you ‘ 



RESIDENT EVIL ZERO 

'Let me guess - a course of leeches?' as the Blackadder quote 
goes. Completing Resident Evil Zero will give you the Leech 
Hunter mode, and here's what they do: 

01-29 Leeches Machine gun bullets added to Rebecca's 
inventory 

30-59 Leeches Equipped handguns never run out of ammo 
60-89 Leeches Hunting gun never runs out of ammo 
90-99 Leeches Room 202 on the train holds a Magnum 
100 Leeches All weapons never run out of ammo 

Unlock costumes Finish the game on Hard or Normal modes 
and Rebecca's inventory will contain the 
closet key. You can get a suit and either a 
leather get-up or a cowgirl suit 

ENDING BONUS 


RANK 


UNLOCKS 


D (9:01 or more) Closet Key 

C (7:01 - 9:00) Closet Key 

B (5:01 - 7:00) Closet Key 

A (3:31 - 5:00) Closet Key, Sub-machine Gun 

S (3:30 or less) Closet Key, Sub-machine Gun, Rocket Launcher 
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CHIMP’U FIX IT 




It's that time again. If you're stumped down smelly creek up to 

your neck in muck and about to hit the fan then stop! Calm down and prove that the pen is 
mightier than the smashed controller by conjuring up a letter. (Or email if you're not a luddite. 

But saying that, we prefer to drink our morning coffee reading actual letters.) Anyway, send your 
problem to: CUBE Magazine, Paragon Publishing, Paragon House, St Peter's Road, Bournemouth, 
Dorset, BH1 2JS or drop them an email at cube@paragon.co.uk and you never know what you 
might get in return. Chances are an answer in these pages at the very most, though. 

/IN I wonder if Starfoxes smell 
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■>OR FUR’S SAKE! 

Dear Cheating Monkeys, 

Unlike most gamers, I'm currently enjoying the 
delights of Starfox Adventures. That's correct. A 
poor man's Zelda it may be, but to be frank I 
could never afford Nike anyway. But to the 
point here I come - I'm in Karoza palace and 
I've lost Tricky. Now, in order to progress further 
into the level I have to open some large doors 
by standing on two switches at the same time. 
What on earth do I do? 

PARIS MORGAN, LEEDS 

The monkeys say.. 

"Well, the answer to this is so simple a 
Toucan could do it! Simply grab a bomb 
from the hallway you were just in, carry it 
through the flame-throwers and then slap it 
on the switch. Stand on the next one and 
Bobby's your cross-dressing uncle. Through 
these doors will be a SharpClaw and a lift. 
Hop on and see where it takes you. 

P.S. You've got a lovely name. Care for a bite 
on my banana?" 

HEAVY METAL 

Dear Cheating Monkeys, 

I'm stuck in Hitman 2. On the level 'Basement 
Killing' towards the beginning, I need to get 
past some metal detectors so that I can find 
Charlie, but I'm loaded with guns and the 




The monkeys say... 

"As usual a bit of lateral thinking is 
required. At the very start of the level pick 
up the smoke bomb and set it off in the 
corridor. On the other side of the building 
is a fire deptartment. Obviously the brave 
fellows will all run out, at which point you 
can sneak in, find a uniform and nick a 
fire axe. Now you'll be able to get through 
the detectors because of your garb." 

ALL JUGGERED OUT 

Dear Cheating Monkeys, 

Argh! Act four, part six of Wolverine's 
Revenge is giving me so much trouble. 
Juggernaut has to be defeated, but he's just 
too big and tough for me to handle! 

FAYE WILKINSON, VIA EMAIL 

The monkeys say... 

"Allow the tank-like creature to run at you 
while you're standing in front of one of 
the force field generating poles. Quickly 
move out of his way and he'll barge 
straight into them, where you can slash 
and strike his vast body. Keep doing this 
until he starts to do a double pound. You'll 
have to jump over the first wave, and duck 
the second. Eventually Colossus will go to 
Juggernaut, where you can knock him out 
with ease. See, a piece of cake. Next time 
give us a bit of a challenge or we'll come 
round and cause a scene! 












Every month we'll be bringing you all the latest Action 
Replay codes for the greatest GameCube games! 


SONIC MEGA COLLECTION 


1 9X45-8AYJ-T3A07 

2 J5E5-A3QD-F4IC5 

Hive Blue Sphere open 

1 RFN8-YDUE-XTEG0 

2 E51J-BMR6-PB357 


1 RKM8-BT5U-2VPWJ 

2 8AZG-TEHP-9C5QQ 

Hmb Some 3 & 

Knuckles open 

1 FRVM-KFZU-46XDP 

2 JQEC-UT6N-GVKNP 


1 X92D-VKEP-AVCWP 

2 YOX4-N7EC-2BB32 


1 98EZ-5EEM-WYG8R 

2 UM6F-6Y3B-Q9RAR 

SONIC 1: 


1 NPX6-64D0-VEMBH 

2 ZWYB-XYRM-H85NP 
Always have 99 ri» 8 s 

1 NADH-99V3-9Z3B6 

2 5X97-UXZN-4DAWT 


1 UD65-UW6R-DAXDA 

2 1V7B-43PV-X561J 


1 6ATT-XWVF-XVYH2 

2 VTQW-1TFO-A3E29 

SONIC 2: _ 

1 CYDK-VP10-TDXCO 

2 EE3J-W5Z5-DDTVE 

1 AB15-NTJX-VAHCH 

2 CFBU-0Q9M-GRN0V 


1 029Z-M9ZN-MKPPK 

2 JORG-UMQT-DWBQF 




1 FAMQ-CAEE-2MMPO 

2 ZY4T-V3JR-7V407 
Sonic 3: 

1 76TD-18QB-AB81E 

2 2456-QJDP FW7FC 

1 DYFT-3GPP-230D1 

2 88DF-F7HW-ZRA4U 
Infinite air - Swic ami Tails 
1 JY6N-FNEQ-U27ND 


2 57FT-Y1B6-Y0UDM 

3 GRKZ-Y1UU-TRQGF 

frtczt timer 

1 5HBP-UFVP-8TW20 

2 KPVO-YKNR-A79ZB 

SONIC ANO KNUCKLES: 


1 EJCB-N DNO-1WXAP 

2 CNK2-UYCW-5U68N 
Fretntfaaer 

1 9P25-E2VY-52XG3 

2 TCAV-ZVPZ-G6ENG 


1 6TN1-NZ5M-NEBK2 

2 4NK7-3PPR-GGY2U 

KNUCKLES IN SONIC 2: 


1 0THB-GVK6-YA89D 

2 C154-BDXX-T5FKH 

• 1-Lu ■ 

itinays ran n nHg» 

1 TH66-HK5M-VNRZM 

2 G5Q7-UFCR-HBM1B 
fm« timer 

1 DK9D-QHNB-PJ17F 

2 BBF7-Q5RP-JQX6Y 

1 YRP3-KVCP-YH155 


2 YOJ6-XFDH-BUND7 

SONIC 3 AND KNUCKLES: 


1 2UU4-EM95-UE33P 

2 QPDJ-AVPK-FAQQM 
Always have 99 rings 

1 J000-Y6VZ-9CCGM 

2 D3CX-EHU6-K15KV 


1 RKBH-9PK5-QQYT7 

2 HJ8G-CBCB-AJEDQ 

SONIC 30 FUCXIES LAND: 


1 DGJY-4QX2-210X6 

2 DXH E-8PTP-WR9AZ 


1 M35U-G2J5-YY6P3 

2 9B5T-HKUX-1T6F0 
3K6RC-727K-P6U1R 

SONIC SPINBALL: 


1 FA7H-PB1R-4MKMA 

2 F6M3-D6WD-4RFT2 

RISTAR: 


1 FHB3-0JC9-5NJWW 

2 CUKR-5Z7U-F9BHJ 




F-ZERO GX 

QUICK-FIX IMPORT CODE 


1 GEOE-N57N-NG1QW 


2 XWU F-2990-RMYFT 

3 ETRW-XUTM-4KQ98 

4 BU1R-MZAZ-Y68RA 



1 HRRX-D6DM-537WA 

2 NKB4-OPTC-KV9X2 

3 0A54-BBBW-U8OEV 

4 5WME-A343-W5CGW 

5 BX8P-JUHE-WW585 

6 ZZ3E-EZ0J-N6XBE 

7 QF32-TVKT-KQ3DA 
Press l + A to turn infinite 
health on 

1 YKF6-RC43-V3NGV 

2 ZBZ6-PPGH-WMMGF 

3 THB5-Y275-4YGDT 

4 EH65-P1QM-CZ6VA 
Prcsh I ♦ B tn turn lufuiitt tea 
1 PZT1-86WY-Z1V3R 


2 BU3E-H3N6-K3VBH 

3 NYZ6-5ZPA-EHECX 

4 42DV-6MUN-JDV6C 
Press Z + X to iftm mo 

1 T6PM-K7TB-D5MYW 

2 JOAT-KREE-1W62Z 

3 6MBP-2Q1R-5FHZT 

4 VWVR1 • 3YRC-E44W1 

1 82ZQ-EYU1-05QQH 

2 D7EO-AT4F-CANBW 

3 RZJQ-4YBQ-EEJ1H 

4 RV0G-NY0F-EN2AB 

1 A97F-AK23-NMZ98 

2 NPXP-8QUQ-EAXPW 




SONIC 
ADV. DX 


1 7VD8-KFP5-2MXCQ 

2 AZUA-T8YF-Q81PW 


1 88PG-DMHT-HZMYT 

2 RHVZ-GJMU-U7CBF 


1 4U3E-8E2K-F506W 

2 FYPX-825H-0H6ZR 

3 Z58V-E7Q8-9WNDH 


1 VEPP-7GYR-BWP4U 

2 DDK8-7YG2-592WG 

3 45A5-Y26E-XJ7MV 




















































ChpapjTLones.com 



Don’t pay top whack! 

Call CheapTones.com! Calls to 
the Order Line are just 60p / min. 
WEB SITE - www.CheapTones.com 
WAP SITE - wap.CheapTones.biz 


HOW DO I ORDER? 

Just call the Order Line on 

0906 698 1181 

from Ireland - 1570 939 839 (126.91 c/min.) 

Then type in the 4 digit code that you 
want and your order will be sent to 
your mobile phone instantly by SMS. 1 

* Alternatively, 02, Orange, T-Mob & Vodafone 
can send text "cube xxxx" to number 87101, 
where xxxx is the ringtone / logo code. 


LOGOS 

7253 7734 7260 2452 

mnm em mmxi hm 

7729 3479 3356 3913 
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7740 7746 



MUSIC RINGTONES 


1000’s more on the internet - 
www.CheapTones.com 


2Pac • Changes: 5156 
2Pac • Thugz Mansion: 8144 
50 Cent ■ 21 Questions: 8973 
50 Cent-In Da Club: 8133 
Aaliyah • Don't Know: 8583 
Amy Studt - Misfit: 8755 
Appleton • Everything: 9027 
Ashanti - Rock Wit U: 8784 
Atomic Kitten - The Tide Is: 7603 
Avril lavigne - Complicated: 7977 
Avrll Lavigne • Losing Grip: 8944 
Avril Lavigne -Sk8erBoi: 7858 
B2K Ft P Diddy • Bump Bump: 8017 
Benny - Satisfaction: 9017 
Beyonce - Crazy In Love: 8765 
Bhangra - Husan: 8620 
Big Brovaz • Favourite Things: 8618 
Blazin' Squad • We Just Be: 8933 
Blue • U Make Me Wanna: 8235 
Blur • Crazy Beat: 9000 
Bowling For Soup - Punk Rock: 9028 
Busts Rhymes -1 Know What: 8587 
Busted - Year 3000: 8052 
Busted - You Said No: 8590 
Cheeky Girls • Cheeky Song: 7961 
Cheeky Girts - Take Your: 8619 
Chingy - Right Thurr: 9006 
Christina Aguilera • Fighter: 8753 
CKY - 96 Quite Bitter Beings: 6080 
Coldplay-Clocks: 8248 
Coral-Pass It On: 9018 
Cosmic Rough • Because You: 8943 
Daniel B-If You're Not: 7936 
Delta Goodrem • Lost Without: 8781 
DJ Sammy • Boys Of Summer: 8179 
DJ Sammy - Heaven: 7137 
DMX-XGon' Give It To Ya: 8593 
D-Side • Invisible: 9019 
Electric Six • Gay Bar: 8724 


Eminem - Business: 8997 
Eminem • Cleanin' Out: 7542 
Eminem • Lose Yourself: 8137 
Eminem • Sing For The Moment: 8201 
Eminem-Without Me: 6604 
Emma • Free Me: 8729 
Evanescence - Bring Me To: 8605 
Faithless • Insomnia: 8097 
Fast Food Rockers - Fast Food: 8780 
Finch • Letters To You: 8134 
Flip & Fill • Field Of: 8787 
Flip & Fill -1 Wanna: 8035 
Flip & Fill • Shooting Star: 6937 
Gareth Gates - Spirit In Sky: 8214 
Ginuwine • Any More: 9030 
Giris Aloud • No Good Advice: 8702 
Good Charlotte • Giris And Bs: 8606 
Good Charlotte • Lifestyles: 8070 
Good Charlotte • The Anthem: 8945 
Guns 'n' Roses - Sweet Child: 8589 
Ja Rule Ft • Mesmerize: 8237 
Jane's Add • Just Because. 9021 
Javine • Real Things: 8996 
Jay-Z Ft • 03 Bonnie & C: 7949 
Jennifer Lopez • Jenny From: 7930 
Joe Budden • Pump It Up: 8999 
Junior Senior - Move Feet: 8180 
Justin Timberlake • Cry Me A: 8067 
Justin Timberlake • Like I Love: 7851 
Justin Timberlake - Rock Body: 8602 
Kelly Rowland • Stole: 8109 
Killing Joke - Loose Cannon: 9023 
Kym Marsh - Come On Over: 8998 
Las Ketchup • Ketchup Song: 7799 
Lisa Maffia ■ All Over: 8591 
Love Inc - Broken Bones: 8717 
Lumidee • I'll Never Leave: 9008 
Madonna • Hollywood: 8994 
Manic Street Ps • Judge: 9029 


Marilyn Manson • Mobscene: 8628 
Metallica • St Anger: 8934 
Michelle Branch • Are You: 8980 
Milk Inc-Walk On Water: 7685 
Minimalistix • Magic Fly: 9004 
Mis-Teeq - Can't Get It Back: 8974 
Murderdolls • White Wedding: 8946 
NAS • I Can: 8251 
Nelly • Dilemma: 7952 
New Found • Understatement: 8947 
N-Trance - Destiny: 9005 
Oasis - Songbird: 8125 
Panjabi Me • Jogi/Beware: 8940 
Panjabi MC • Mundian To: 8054 
Paul Van Dyk • Nothing But: 8976 
Pink Ft - Feel Good: 8995 
Pom Kings • Shake Ya: 8219 
R Kelly • Ignition Remix: 8210 
Red Hot C Ps- Can't Stop: 8143 
Red Hot CPs-The Zephyr: 7831 
Room 5 Ft - Make Luv: 8246 
S Club 8 • Fool No More: 8972 
Scooter • Logical Song: 6818 
Scooter • The Night: 8936 
Scooter - Weekend: 8249 
Sean Paul • Get Busy: 8262 
Sean Paul - Gimme The Light: 7682 
Sepultra - Bullet The: 9012 
Shania Twain • Forever And: 8745 
Shed Seven - Why Can't I: 8710 
Sinead Quinn - What You: 8978 
Stone Sour-Inhale: 9013 
Sugarcuit • Bouncing Off: 9014 
Sum 41 - Over My Head: 8948 
Tatu- All The Things: 8108 
Tomcraft • Loneliness: 8608 
Transplants • Diamonds: 8285 
Wayne Wonder • No Letting Go: 8782 
XTM & DJ • Fly On The: 8730 


POLYPHONIC RINGTONES - WAP REQUIRED TO RETRIEVE RINGTONES 


50 Cent -21 Questions: 8636 
50 Cent-In Da Club: 8300 
Amy Studt - Misfit: 8639 
Avril Lavigne • Complicated: 7976 
Avril Lavigne - Sk8er Boi: 8312 
Beatles - Strawberry Fields: 8530 
Benny - Satisfaction: 9036 
Beyonce - Crazy In Love: 8989 
Big Brovaz • Favourite Things: 8648 
Blue • U Make Me Wanna: 8330 
Busta Rhymes • I Know What: 8650 
Busted • You Said No: 8651 
Christina Aguilera - Fighter: 8655 
Coldplay • Clocks: 8344 
Coral-Pass It On: 9035 
DJ Sammy • Boys Of Summer: 8365 
DJ Sammy - Heaven: 8366 
DMX • X Gon' Give It To Ya: 8659 
D-Side • Invisible: 9033 
Electric 6 - Gay Bar: 8661 
Eminem • Business: 8662 
Eminem • Lose Yourself: 8101 
Eminem - Sing For The Moment: 8375 
Evanescence • Bring Me To: 8774 


Fast Food Rockers - Fast Food: 8775 
Foundations - Build Me Up: 8531 
Gareth Gates - Spirit In Sky: 8393 
Glenn Miller - In The Mood: 8399 
Good Charlotte - Girls And: 8665 
Good Charlotte • Lifestyles: 8400 
Guns 'n* Roses - Sweet Child: 6977 
Human League - Don't You: 8402 
Javine • Real Things: 8993 
Jennifer Lopez • Jenny From: 8100 
John Travolta - Grease: 8411 
Junior Senior • Move Your: 8414 
Justin Timberlake • Cry Me A: 8416 
Justin Timberlake • Like I Love: 6417 
Justin Timberlake - Senorita: 8778 
Kym Marsh - Come On Over 8988 
Las Ketchup • Ketchup Song: 7877 
Madness-House Of Fun: 8922 
Madness • One Step Beyond: 8927 
Madonna • Hollywood: 8992 
Mario • C'mon: 8986 
Metallica • Enter Sandman: 7165 
Mis-Teeq - Can’t Get It Back: 8987 
NAS • I Can: 8455 


Nelly • Dilemma: 7951 
Panjabi MC • Mundian To: 8464 
Pink Ft - Feel Good: 8990 
Pogues • Dirty Old Town: 8919 
Queen • Bohemian Rhapsody: 8475 
R Kelly-Ignition Remix: 8476 
Red Hot Chili - Cant Stop: 8478 
Robbie Williams • Angels: 8482 
Robbie Williams • Feel: 8102 
Rolling Stones • Paint Black: 8536 
Room 5 - Make Luv: 8494 
Scooter - The Logical Song: 8503 
Sean Paul • Get Busy: 8682 
Status Quo • Caroline: 8522 
Steve Harley - Come Up See: 8523 
Stranglers - Golden Brown: 8921 
Survivor • Eye Of The Tiger: 8526 
Tatu-All The Things: 8527 
Tatu • Not Gonna Get Us: 8528 
Tina Turner • Simply The Best: 8545 
Tomcraft • Loneliness: 8687 
UB40 • Red Red Wine: 8562 
Van Morrison - Brown Eyed Girl: 8563 
Wham - Club Tropicana: 8572 


TV, MOVIE 
& OTHERS 


Angel: 4603 
A-Team: 6454 
Austin Powers: 1026 
Banana Splits: 5016 
Big Brother: 4613 
Black Beauty: 5501 
Buffy: 1028 

Captain Pugwash: 4620 
Deliverance: 4457 
Exorcist: 4460 
FI Podium Theme: 8257 
Friends: 4632 
Godfather: 4461 
Good, Bad, Ugly: 4465 
Great Escape: 3594 
Guinness: 4706 
Hawaii Five O: 3533 
Hyundi Ad:7691 
Italian Job: 5658 
Jackass: 8588 
James Bond: 1430 
Knight Rider: 4645 
Littlest Hobo: 8016 
Lord Of Rings 7950 
Magnificent Seven: 4920 
Mission Imp 2:1261 
Muppets: 4650 
Only Fools: 6732 
Phoenix Nights: 7538 
Pulp Fiction: 6715 
Rainbow 4924 
Rocky: 1050 
Roobarb: 1440 
Scooby Doo: 4562 
Simpsons: 1439 
South Park: 5177 
Spiderman: 6657 
Tiggeris Song: 6453 
Winnie The Pooh: 3893 


Angel: 8949 
A-Team: 8454 
Banana Splits: 8164 
Black Beauty: 8167 
Buffy: 8691 

Camberwick Green: 8952 
Captain Scarlet: 8953 
Dr Who: 8693 
Exorcist: 7167 
Formula 1: 9032 
Great Escape: 8956 
Jackass: 8557 
James Bond: 8077 
Jaws: 8957 

League Gentlemen: 9034 
Men Bahaving Badly: 8924 
Mission Imposs: 6975 
Mr Benn: 8963 
Muppets: 8271 
Only Fools Horses: 8697 
Pulp Fiction: 8698 
Simpsons: 7164 
Star Trek: 8274 
Thunderbirds: 8272 




PICTURES / 
SCREENSAVERS 





Wild Child 


3466 _ 5109 _ 3442 _ 3487 



ANIMATED SCREENSAVERS 


NOKIA 3330, 3410, 5210 & 5510 
WAP NEEDED TO DOWNLOAD! 

m v«k, 

7005 - DOG LICKS SCREEN 6988 • BAD BOY! 


r$§5 

7016 • CHEEKY MONKEY 7015 • MAD COW 
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7121 - SPINNING SKULL 7119 - SCARY MASK 


IIM'I 


iim 


JAVA GAMES 


Nokia 3410, 35101. 6310i, 6610, 7210, 7650 
Siemens M50/MT50, C55, S55 Sharp GX-10 
Motorola T720 • WAP NEEDED! 



Fruit Machine: 8007 
OTHERS * 

Aston Goff *: 8001 
Black Widow: 8002 
Chains: 8003 
Demon Treasure: 8004 
Diamond Mine: 8005 
Forge A Fortune: 8006 
Hell's Pit: 8008 
Pillar Dodge: 8010 


Ice Penguin: 8009 
HOWTO ORDER 
To order a game, send 
text "cube xxxx" 
to number 87101, 
where “xxxx" Is the 
4 digit game code. 
Ail games cost £4.50 

*Not Nokia 631 Oi 


WWW CheapTones.com, Box 220, M27 0WR. Calls to the Order Line are charged at 60p / min (Ire 126.91c / min ), average call is 2-3 mins Can from a landline - charges may be more from a mobile "Text orders cost £3 Text orders other 
than Nokia, add manufacturer to end of text message, e g. "cube 3676 sagem' For the Help Line / Compatibility • call 0871 750 3970. Fax-Back Service 0671 750 3974. Alcatel pictures, operator logos & mono ringtones 511,512,525,715. 
Motorola mono nngtones: T192.T193.T250.T260,V100.V50.V8088 Motorola poly nngtones A830,C330,C333,C336,C350,T720 Nokia pictures, operator logos, poly & mono nngtones: 3510,3510.3650,5100,6100,6610,6800,7210,7250,7650 
Nokia pictures, operator logos & mono nngtones 3210,3310,3330.3410,5210,5510,6210,6250.6310.63101.6510,8210.8250.8310,8850,8890,92101 Nokia operator logos & mono nngtones: 6110,6130,6150,7110,8810,8910i,9110i.9210.nk702. 
Nokia operator logos only: 5110,5130,nk402 Nokia mono nngtones only: 6090,8110i.9000i,nk503 Panasonic poly nngtones only: GD67,GD75,GD87,GD88.GD95,GD96. Sagem mono nngtones only: most models - check web site for details 
Samsung pictures & mono nngtones: N500.R210.T108. Samsung pictures & poly nngtones; N600.N620,N625,N628.S105,S300,T100.T208.T400.V100,V200,V205 Samsung poly nngtones only: A800.S100 Samsung mono nngtones only: 
N100.N300 Sendo mono nngtones only: J520.J530.P200,P220.S200.S220 Sharp poly nngtones only: GX-10. Siemens pictures, operator logos, poly & mono nngtones: C55.M55.S55.SL55 Siemens pictures, operator logos & mono ringtones 
A50.C45,CL50,M50,ME45.MT45,MT50.S45,SL45 Sony Ericsson poly nngtones only; P800.T300.T310. Trium mono nngtones only: 110,Eclipse, Mystral .Odyssey 
















































































AAF -OB 

sonnenBLume 


EflGRGV 
REACTOR 




Once all is dear. 

concentrate your 
on the centre 


At the end of each level a big, bad, mechanical monstrosity will be waiting 
to destroy you and there's a good chance it'll succeed unless you know 
what you're up against. Here's the lowdown on each of the big baddies... 


Take 


the 


robots 


either 


side 


first 


the 


reactor 


Not really a boss fight as such, more of an introduction to a future battle. Once the battle 
starts, you'll automatically lock on to its head, which is your cue to start blasting. Keep 
dodging left and right to avoid the lasers that are being fired at you and, once you've 
knocked down enough of its life, your client will pull you out claiming that you're not 
powerful enough to defeat this enemy yet. 


This time it's a fight to the death. The fight 
is exactly the same as the first time you 
faced the AAF-03, except this battle is 
going to last a little longer and the AAF-03 
will have a few new moves up its big 
metal sleeve. If you see its head open up 
and start glowing red, be ready to avoid 
its beam attack. Every now and then it'll 
let loose a group of blue sparks that will 
float downwards and do quite a bit of 
damage if they touch you. Use your dodge 
to evade anything that it throws at you. If 
you start to run low on life, make use of 
whatever Energy Drive you have at your 
disposal to finish the machine off. 


Once your target 
has locked on, 


This is another simple boss fight. All you have to do here is to destroy the light in 
the centre of the area. The Energy Reactor won't attack you directly - instead it's 
protected by two robots that have very powerful weapons and a shield that will 
protect it and the other robots from your blasts. If one of these robots hits you 
with its light beam you'll probably not live through the experience, so it's a good 
idea to take these out first. At this stage in the game it won't take much fire 
power to destroy them, so just wait and dodge any fire until the shield lowers and 
you shouldn't have too many problems. 


WHO’S THE 












































SOLUTION 


BATTLE 

ROVAL 


Instead of being pitted against a boss at 
the end of this mission, you'll have to 
face a horde of some of the tougher 
robots that you've come across during 
the level. The important thing here is to 
concentrate on one enemy at a time 
and destroy them all systematically. 

The smaller robots are very annoying 
and will continually chip bits of life off 
you, so you should get rid of these first 
before taking on the big guys. The large 
robots have much more life so will 
take a bit more punishment. Watch 
out for their giant energy balls as these 
can kill you instantly. You'll know 
when one is about to be launched, as 
they'll fire out a number of glowing 
pillars to try and move you into the line 
of fire beforehand. 
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Take out the large 
robots when the res 
of the area is dear 


Your task here is to climb up to the top 
of the room and destroy the power 
source that is in the centre of the ceiling. 
There is no shield protecting it - just a 
load of wall-mounted guns that you're 
going to need to destroy. As the room is 
circular, the guns will surround you most 
of the time, so you have to keep dodging 
left and right to avoid the laser-fire. 

Take out all the guns one by one until 
you have climbed right to the top, then 
blow the power source to bits. 




AAF-O* 

ORCHIDEE 


If you haven't bought yourself a new 
suit, or at least beefed up your Prima 
Fusion, you could have a few problems 
with this boss. AAF-04 will travel round 
the edge of the area pretty quickly, 
making it quite tricky to land shots on it. 
You should use any Energy Drives that 
you have available once you've knocked 
its life down to about halfway. Once it 
gets there it will start throwing out red 
lasers that home in on you and are very 
difficult to dodge. So it's a good idea to 
finish him off as quickly as possible once 
it gets to that point. 




















































Much like the Command Tower, you have 
to destroy the power source to take out 
the core. This time, however, there is a 
shield protecting it and it won't lower 
until you have defeated all the enemies 
in the room. The moment you enter the 
room you'll be faced with three robots 
that start firing on you. These have to be 
dealt with quickly, as their attacks are 
strong and you'll have difficulty dodging 
all three of them. So use a couple of 
Energy Drives to take them all down 
without losing too much health. 

Now work your way up the side of the 
room and take out the robots that are 
launching rockets at you. With these out 
of the way, the shield should drop and 
you can take out the core at your leisure. 


AAF-OG 

LoujenzAHn 


This is a nasty boss and you'll want to be 
using at least one of the Intera suits by this 
point or you'll have a really difficult time. 
Start by blasting away its guns: this will 
lessen the amount of fire power it has and 
will make the battle that little bit easier. 

Keep blasting away until it brings up its 
shield and prepares to roll around the 
area. If you touch this shield you'll die 
instantly, so be ready for it and crouch 
inside one of the holes in the floor so it 
doesn't hit you. Repeat this until it gets 
mad and changes form. 

In its new form it will have an awesome 
amount of fire power and you can't chance 
being hit at all. So if you have the Tengu 
Energy Drive, it can be put to very good use 
here. Just keep pummelling away until it 
runs out of health and falls into the pit 




AAF- O* 
ORCHiDee 


It looks like someone's gone and put 
AAF-04 back together again. It attacks in 
exactly the same way as last time you 
battled it, only this time it has an extra 
surprise for you. Once you have beaten it 
a lift will be illuminated in the centre of 
the room and you can ride it down to the 
lower level where AAF-04 will reveal its 
true form. 

This fight is much tougher and you can 
die very quickly if you aren't careful. Start 
by grabbing the Energy and Health from 
the sides of the area if you're running 
low, then blast away at it while dodging 
its laser fire. Eventually it will start to use 
the red homing lasers again. And just 
when you think things can't get any 
worse, it'll use a devastating charge move 
that will kill you instantly if you are 
caught by it - the only way to avoid this 
is to take cover behind one of the pillars 
and keep out of the way. 

Use as many Energy Drives as you can 
and try to time them so that they inflict 
maximum damage on the monster. Once 
all your energy is gone, keep blasting 
away and eventually it'll go down. 




































y^LRAUDE 


Dodge Alraune's 


I 


This is it, the hardest battle in the game. 
If you haven't got yourself a decent suit 
yet you're going to have severe trouble 
beating this boss. 

Alraune will start the battle inside a 
giant metal dome and its only attack is a 
laser beam that is fairly easy to dodge. It 
won't stay is this mode for long though. 
As soon as you start to do some 
damage, it will leave the dome and 
change into battle mode - and this is 
where your troubles are going to start. 

Alraune has loads of attacks, most of 
which you have seen before and should 
know how to avoid. The key to defeating 
it is successfully dodging these attacks, 
then taking advantage of the brief time 
that it leaves itself vulnerable. Try not to 
use your Energy Drives until you have 
worn down at least half its life, as this is 
when its attacks get very difficult to 
avoid and you don't want to have to rely 
on your Palm Shots too much. 

Keep a keen eye out for Alraune's 
charge attack. It's easy to spot as it has a 
huge charge time, but it'll wipe you out 
immediately if it hits you. 


very bad 


SOLUTION 


p.n.D3 


AAF -OG 
LOwenzAHn 


AAF-06 is back and badder then ever! It 
will run through the same routine as the 
last time you faced it to start with, so 
just deal with it in the same way. Once 
it has lost two thirds of its life it will 
change form once again, this time into a 
flying bird-type robot. 

When it's in this form, it will have 
some new attacks as well as using all 
the old ones from before. All of these 
can be dodged in the normal way and, 
with next to no life left, it won't last long 
if you throw a few Energy Drives at it. 
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I’VE GOT 

Each of the suits has the ability to perform certain Energy 
Drive moves. These moves are much more powerful the 
your regular Palm Blasts and strategic use of them can 



often mean the difference between life and death. Use 
this detailed list to help you decide which moves you 
want to purchase and when you want to be using them. 


very handy Energy Drive to 
have. Starts up very quickly 
and unleashes three energy 
bolts that will fly straight into 
any enemies in the area. 

Will target up to three 
enemies, but the more 
targets it hits, the weaker it 
becomes. Very handy for 
keeping combos going. 




Much like the Gullwing 
Energy Drive, you'll fire a 
large spark straight into 
whatever enemy you're 
targeting. The spark will 
then split, causing splash 
damage to any other 
enemies nearby. 


m 

L 

L 

Li 
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This sends one huge energy 
ball into an enemy, killing it 
instantly. On impact the ball 
will split into several other, 
smaller energy balls that will 
bounce around and do a bit 
of damage to anything they 
hit. Good to use if you have 
a large group of enemies. 



This takes a while to start 
up but it does decent 
damage once it gets going. 
You'll release a couple of 
white balls of energy that 
bounce around the room. If 
you're targeting an enemy, 
the balls will bounce 
towards them, otherwise 
they'll bounce randomly. 












































WELCOME TO ADVANCE... 

We love you so much that we've decided to do away with the 
old format and treat you to a five-game special! Lots of remakes 
this issue - where's the originality gone? Never mind. At least 
Advance Wars 2 is here... 




You'll never put a better bit of butter on your knife 


HAMTARO 



© Hamtaro's 
world is 


beautifully 
realised and 
will charm 
even the 
blackest of 
hearts 


©iriFD 

PUBLISHER: 

DEVELOPER: 

NINTENDO 

IN HOUSE 

GENRE 

ADVENTURE 

PLAYERS: 

1 

RELEASE: 

OUT NOW 

5TRT5 


| FIND HAMSTTR LOVE 

120 HOURS OF PLAY 


WHILE NOT CATCHING on as much as 
Nintendo may have hoped, there's no arguing 
that the Hamtaro franchise has made for some 
pretty interesting games. The debut title for the 
GBA is even more sugary than before, pitching 
you against a trouble-making Hamster who's 
been busy breaking up relationships. As in the 
previous games you control Hamtaro in an 
overhead setting, travelling around a huge area 
solving puzzles and interacting with other 
Hamsters using special Hamtaro words that you 
must collect and add to your dictionary in order 
to complete the game fully. There are over 80 of 
these words that allow you to perform actions 
such as 'sniff and 'talk', and they sen/e as your 
only way or interacting with your world. The 
adventure is massive - a good 20 hours or so - 
and there are loads of extras to play 
with. Although not terribly difficult 
this represents a fun slice of action 
and puzzling that will appeal to all. 
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PUBLISHER: 

ISP 

DEUELOPER 

IN HOUSE 

GENRE: 

ACTION 

PLAYERS: 

1-2 

RELEASE: 

OUT NOW 


! JSTRT5 


■ 3 TYPES OF GAMEPLAY 

■ TRAVEL THE WORLD 



Think of 
classic 
games like 
Green Beret 
and Metal 
Slug. Ooh, 
now we 
want it bad! 


CT SPECIAL FORCES 
BACK TO HELL US. 


THE SECOND GAME m the CT Special Forces 
series is essentially more of the same. The 
environments look lovely, the level design is 
solid (if not inspiring) and there are lots of new 
weapons and moves to play with. Just as 
before, the game is split into three main 
sections (piloting a helicopter and sniping 
taking a smaller role than the scrolling shooting 
portions) and there are around 20 levels to fight 
through. In this new edition you can duck and 
roll, which allows you to progress forward while 



keeping below the firing line, hop into a tank 
and get your hands on flamethrowers and 
grenade launchers. The game is tough with three 
difficulty levels to work through for and even 
bigger challenge while a password system 
ensures you can put your GBA down for dinner 
and carry on afterwards. If CT Special Forces 
threatened to take over your life then 
this is crucial, but for those who 
found it merely entertaining, not quite 
as important. 
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PUBLISHER: 

NINTENDO 

DEVELOPER: 

IN HOUSE 

GENRE. 

PUZZLE 

PLAYERS: 

n 

RELEASE: 

OCTOBER 

5TRTS 


I GOTTA CATCH EM AIL' 

| YFT MORE POKEMON 


i $a 

is to catch all or the 
Pokemon, who have 
to be unlocked by 
racking up the big 
points and hitting 
certain targets. Most 
addictive game ever? 


POKEMON PINBALL 

RUBY AND SAPPHIRE 


THE PREOUEL, POKEMON Pinball, was one of 

the better games on the Game Boy Color. A 
worthwhile mix of the classic pinball mechanics 
(with great ball physics) and the addictive element 
of collecting Pokemon charmed many, even those 
critical of Nintendo's 'collect 'em all' franchise. The 
latest iteration of the series is just as enjoyable as 
ever, but with even more features. As Pok6fans will 
already know, there are 200 critters to collect, 70 
being from older editions of the franchise and 130 
from the Ruby and Sapphire parent games. There 
are plenty of new features to get involved with - 
hatching eggs, for instance - and the tables are well 
designed. 'If it ain't broke, don't fix if seems to be 
an adage that Nintendo has taken to 
heart, but when the original was so good, 
it's no bad thing. This is a game that will 
last for months, and anybody will enjoy it 




B0K1N 

Walk into the light 

YOU MAY HAVE heard about this unusual title 
before. In a move not normally seen in videogames, 
real life will have a direct influence on how you play 
the game. You see, Boktai comes on a special 
cartridge, slightly bigger than normal, that contains a 
sunlight sensor. Playing as a vampire hunter, you can 
see how this is useful. 

Dotted on the floors of the various dungeons that 
you explore will be pools of pale light sometimes 
shining through a skylight in the roof, occasionally 
from a frowning window, but more often than not 
seeping through the cracks of a particularly ruined 
section of dungeon. Stepping into these and raising 
your lens will allow you to recharge your weapon, 
but only if the cartridge sensor is picking up light too. 
The kick is that it will only detect real sunlight; any 
artificial sources will not be picked up. The game 
itself plays like Metal Gear - it's far better to avoid an 
enemy (you're graded on the amount of times you're 
spotted) than confront them. You can lure them 
towards you by hitting walls. Useful for pressure 
switches, (a couple of hits from your weapon will 
paralyse them) and of course, leading them to 
sunlight will harm them. You can also move blocks 
and press up against walls. The dungeons are packed 
with puzzles and bosses, and the whole game will 
take around eight hours to complete. With Hideo 
Kojima designing, and the technical prowess of 
Konami behind him, we weren't 
expecting this to be anything other than 
brilliant. Quirky, imaginative and unique, 
this is top GBA gaming. 
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The sunlight 
sensor is a 
nifty gimmick, 
but means you 
can't play it 
in bed 


CUBE 
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| PUBLISHER: 

KONAMI 

0EVE10PER: 

IN HOUSE 

GENRE: 

ACTION 

PLAYERS: 

1 

RELEASE: 

04 2003 
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■ USE PHYSICAL LIGHT 

■ KOJIMA'S NEW BABY 




























© THE TEAM BEHIND URBAN 
GIVES US A BEHIND-THE-SC 



CUBE dons its 
trenchcoat and shades, 
in an attempt to 
infiltrate the world's 
most heavily 
guarded development 
studios... 



IT’S NEARLY ALWAYS the way with game 
development studios that you walk through 
the door to be greeted by a glass cabinet 
containing all the studio's previous titles. 
Silicon Dreams is no different, but what 
immediately hits you is the fact that SD is a 
specialist developer. A quick glance at the 
cabinet reveals an obvious love of footie 
titles: UEFA Champions League '98 through 
to '02, the Michael Owen's World League 
Soccer series, SEGA Worldwide Soccer, Fever 
Pitch, Lego Football Mania and the soon to 
be released Urban Freestyle Soccer (see 
page 45). The former two particularly have 
seen the teams working with some big 
names. Pictures of various famous football 
commentators such as Bob Wilson, Ray 
Wilkins and even former England manager 
Kevin Keegan adorn the wall outside the 
recording studio section of the building. 

It's not all about men with balls, though: 
the studio, which is one of four that make 
up the Kaboom! family, was behind Olympic 
Games, has worked with Lego Media to 
bring Lego Island 2 to the GBA, and has 




























TAKE A LOOK THROUGH THE EYE 


IN THE CUBE WITH... 


“IT’S LIKELY THAT ANY 
TEAM WHO DEVELOPED FOR 
N64 AUTOMATICALLY GETS 
TREATED BETTER... MAYBE” 


POSITION: PRODUCER 
COMPANY: SIUCON DREAMS 


CUBE What is your main 
responsibility at the moment? 

SA: In today's publishing climate 
the primary role is to ensure that the 
project is finished on time, whilst not 
compromising the quality of the 
finished product, to ensure that the 
functionality is 100% spot on and 
complete and to guarantee that the 
game is free of all critical bugs 
before submitting to Nintendo for 
approval. 

C T JIBE : How did you first get into 
the videogames industry? 

After leaving college I joined a 
software duplicator where I managed 
to secure a six-month contract in the 
QA Dept as well as implementing 
copy protection issues for C64, 
Speitnjm, Amstrad, Amiga and Atari 
ST games. I achieved a full-term 
contract here and after progressing 
to the role of Disk Duplication 


challenges, however the learning 
curve has not been at all steep. The 
only real test has been to ensure it 
all fits in the memory. The realistic 
player models and active 
environments have packed the 
VRAM to bursting point 

It's a difficult time for the 
independent developer at the 
moment. Are you under increasing 
pressure from publishers to churn 
out by-the-numbers titles or are you 
allowed to slip in some innovation 
every now and then? 

3/" Because UFS is our IP, this 
gives us a greater control of the 
content of the game. We've been 
developing football titles since the 
days of the SNES, however this time 
we wanted to do something 
different horn the stale simulation 
football titles that get their yearly 
updates. We wanted to create 




even ventured into the strategy wargame 
genre with the critically acclaimed Dogs Of 
War. That particular title gave the team an 
excuse to work with the legendary Craig 
Charles for the day, as he did some 
commentary for the game. 


GameCube development. SD's latest title, 
Urban Freestyle Soccer, however, is being 
published by Acclaim, a publisher very close 
to Nintendo. Despite not having worked 
with the GameCube before now, the SD 
programmers aren't having any problems on 


Manager I left the company eight 
years later to join Geoff Brown at US 
Gold as a QA Supervisor. 

CUBE You've work with 
Nintendo before, eg with the N64, so 
how come it has taken you so long 
to develop a game for the 


something that breaks the mould 
and pushes the boundaries as far as 
team sport games are concerned — 
something that is influenced by 
other types of games, whilst 
retaining the element of fun every 
kid enjoys by, say, kicking a ball 
around, or by playing a console 


SD's Nintendo background is a bit of an 
odd one. It's definitely in Nintendo's good 
books; it developed an N64 title after all 
(Michael Owen's World League Soccer 99), 
and we'd assume (unofficially) any third- 
party that developed for that console 
automatically gets treated a little better than 
anyone else. However, over the past few 
years SD's PS2 titles have never made it to 
the GameCube. This is probably more down 
to publisher request, though it's 
understandable that an independent 
developer would want to avoid the risks of 


the hardware front. The studio uses its own 
in-house middleware solutions to make the 
conversion process as painless as possible, 
and it has also been able to draw upon 
sister studio Pivotal Games' ( Conflict: Desert 
Storm) experience with the machine. 

You'll be able to see the 
fruits of SD's labours 
in a few short 
months when Urt 







' 1 


GameCube? Is it just down to the 
publisher of the game? 

E A Urban Freestyle Soccer has 
taken a long time on all platforms, 
not just the GameCube. The actual 
concept itself existed way back in 
May 2001. This was turned into a 
design and the project was actually 
started in November 2001. We spent 
up until March 2002 producing a 
Proof of Concept before it was 
signed by Acclaim. Full production 
started in April 2002 and a street 
date was agreed with the Publisher. 

It's our first GameCube game so 
all the technology is new and 
designed around the requirements of 
UFS. During this time we have gone 
through a number of quality 
milestones to ensure what we're 
producing is of the highest quality. 
This is important, as UFS is our 
intellectual property - if we get this 
wrong then we're effectively 
destroying what we've worked 
hard to create. 

CUBE. How have you 
found it working with 
the hardware? 

3A: It hasn't been 
too bad, but as with all 
new platforms it 
presents new 


game that involves kicking the ball 
around. 

CUBE: Any thoughts on which 
direction games development is 
going in. Do you think the next 
generation of consoles will take us 
anywhere new, or will it just be a 
case of slightly improved graphics? 

Trying to find a publisher for 
games that are not the norm is 
becoming very difficult The vast 
majority of publishers want 
guaranteed hits due to the high 
costs involved, and as a result any 
game that cannot be pigeon-holed, 
would prove difficult to find a 
publishing home. I think it's still too 
early to comment on or about the 
next generation. The development 
community can push the current 
generation still further, it is whether 
the sales volumes are there at the 
back end, which will determine how 
much we can squeeze out of a 
platform. Engrossing gameplay and 
unique game design can push the 
boundaries further than just realistic 
graphics alone. It takes time to get 
the most out of new platforms, time 
get to know the systems hidden 
secrets. Being able to throw more 
polygons around doesn't necessarily 
mean better games. 
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CUBE WIN! WIN! WIN! 


UJ 


VAMPIRES. WOIVES 


U 


AND LEATHER 


The revolt is coming 


7 ♦ 

I 


i 



UNDERWORLD 


IN CINEMAS SEPTEMBER 19TH 


UNDERWORLD RE-IMAGINES 

Vampires as a secretive clan of 
modern, aristocratic sophisticates 
whose mortal enemies are the 
Lycans (werewolves), a shrewd gang 
of street thugs who prowl the city's 
underbelly. The balance of power is 
upset when a beautiful young 
Vampire and a nascent Lycan - 
deadly rivals for centuries - fall in 
love. Len Wiseman directs Kate 
Beckinsale and Scott Speedman in a 
fast-paced, modern-day tale of 
deadly action, ruthless intrigue and 
forbidden love, all set against the 
backdrop of an ancient feud 
between the two tribes in a timeless, 
gothic metropolis. Underworld is a 
new species of thriller.' 

Sounds good doesn't it? Rest 
assured the CUBE team will all 
be off to see this cracker, (we're all 
over 15, and if you want to see it 
then you should be too!) and to 
commemorate the occasion 
Lakeshore has generously decided 
to give away some cool goodies. For 
one extremely lucky individual 
there's an absolutely gorgeous state 
of the art Hi-Fi, and for ten others, 


Underworld soundtrack CDs 
including the likes of Bowie, 
Maynard Keenan, Filter, Wes 
Borland, A Perfect Circle and Milla 
Jovovich. Hell, we'll also throw in 
some Underworld merchandise too. 


WOLF AT THE DOOR 

Entering couldn't be easier. Simply 
glance downwards, read the words 
and make a decision. Think back to 
your childhood and pretend you're a 
squealing pink pig trapped in a 
house made of stone, sticks or straw 
and a nasty Wolf is breathing at your 
door. He asks the following question 
'Little Pig, little Pig, let me in! Of 
course the only worthy retort is: 


A) 


B) 


C) 


‘HANG ON, I’M JUST 
ON THE BLOWER.’ 
NOT BY THE HAIR OF 
MY CHINNY CHIN 
CHIN’ 

FINE. YOU HAVE THE 
HOUSE, I GET RED 
RIDING HOOD’ 


Send your answer, along with your name, address and postcode, to: 


V 



WOLF AT THE DOOR! UNDERWORLD COMPO 
CUBE, PARAGON PUBLISHING, 

PARAGON HOUSE 

ST PETER’S ROAD, BOURNEMOUTH 

DORSET, BH1 2JS 


LAKESHORE 



The editor's decision is final. No correspond 
competition may not enter. The closing date fo 
not proof of r eipt 



into. Employees of Paragon Publishing or any companies related to this 
September 2005. Entrants must be 15 y/o p^' ver. Pmof of sending entries Is 


s 


re Entertainment Croup LLC All rights reserved. 
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Vodafone C 
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sms# 87050 


mjmm 


^please, check that your phone is compatible to take picture^ 
messages, tf unsure, please, go to www.fun4me.com. Can 
also be used as background motives on series: 33^ ,3330, 
3410, 3510, 5210 and 5510. 



mw 


mm 






48 1061 

481105 


48 1083 


48 1082 

48 1076 

icMKact | 

service*! | 
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48 0718 

48 0763 


48 0883 


48 0769 

48 0261 


~ kiss 1 

•S3?ME! ! 
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48 0644 

48 0723 


48 0743 


48 0769 

48 0781 












I Please, check that your phone is compatible to take picture 

1 messages. If unsure, please, go to www.fun4me.com. 


28 0003 
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28 0196 

28 0232 


28 0237 


28 0097 

28 0122 


r Hnpw I) [ 
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28 0730 

28 0135 


28 0362 


28 0557 

28 0664 


sfceao | 

PSYSK8 

1 MfcQMM 1 


] 

28 0655 

28 0656 


28 0006 


28 0659 

28 0704 


•flCflVW* 


fcW+y*a)'l f.ucHE* 

1 ^acuta 

■seas* 

I 

28 0696 

28 0051 


28 0670 


28 0671 

28 0672 



1. Send an SMS, eg. DO nONt 180001 w DO U060 280029 to 

the short number 87050 You ace free to use small or caps. 

2. You will receive the ordered logo within seconds to youi 
handset Upon receiving the logo/tone you can preview it and 
then save it by selecting: Options/Save on your handset 

You can also send a tone to your friend by adding their number 
at the end: 00 (TON1 180123 07081234567 

Picm msm sms# 87050 

1. Send an SMS eg. 00 CPI< 480001 to the short number 
87050 You are free to use smaN or caps, 
if you want to send the picture message to a friend, just add 
then number after the name and also rf you like, a message at 
the very end (max 120 characters). 

Eg 00 CPK 480001 07081234567 Wanna c me 2nite at your 
place a 8^. 

oomtoo scrooo sooore sms# 870soJJ 

1. Send an SMS, eg 00 CSAVER 380001 to the short number 

87050 

2. You will receive an SMS "Bookmark received*, choose "View" 

3. Save the bookmark: "Options" and '"Save" 

4. Open your WAP connection by choosing "Options" and "Go to" 

— After connecbng to the sendee -~ 

5. Save the saver by: Options", "View picture". "Options” and 
"Save picture" 

6. You can activate the saver from you Profiles’ Personalise 
selection 


, l 1 

I 


ill | | . I i » Please note that your WAP settings must 

1 ! IJ l . I JJ / / / / / I IJj be activated before you call. You will be 
charged by your WAP provider for the 
normal cost of a download. 


Summer Games 


Nokia 3300; 3510*, 3650,5100,6100; 6200, 6220 , 
6610,6800, 7210, 7250; 72S0i, Till [| 11 Hi ■■ 


Challenge you* fellow athletes or xnprove your 
personal best *n 100m dash, long jump, javelin, 
discus and 110 hurdles in tournament mode, 
you can play with you* friends and find out 
who has the quickest fingers 
Code 420033 


sr 



^ Xtreme boxing 


indio games 


BO’ ING 


h ^ /I 


Nokia 3300, 35101, 3650, 5100, 6100, 6200,6220, I 

6610,6800,7210,7250; 72501,7650,89101 1 


Try your hand at a sport bloodw than box 
mg. Go extreme! Have a go at Xtreme Box 
mg Punch your oponent hard and push him 
agamst the electrified rmg! A no-mercy type 
game 

Code 420013 


• Zapper 


1909 991009 


sms# 87050 


1. Send an SMS, eg DO CIOAO 420001 to the short number 

87050 

2. When you phone receives the bookmark («. link) you can 
fetch the application by using the link. 


India 

ZAPPTP 


Nokia ISIOi, 3300, 3650, 5100,6100,6200,622a I 

\ 6800, 7210, 72SQ, 72501, 7650, 8910i f 


Burn some mean rubber as you race you car 

agamst some of the best racers m town 

The more fuel cans you pick, the faster^ 

you can go. YOu wm by finnhmg OUtPQ 

the tap m the fastest trrv Cnlf# 

unti 


I5RI 


38 0085 


4gg 


38 0074 


38 0033 




38 0050 






38 0039 


P0l9PH00iC n 09 tooo 


sms # 87050 


1. Send an SMS, eg. 00 CPOiYTONf 580001 to the short number 
87050 You are free to use small or caps. 

2. You will receive a link for the ordered tone withm seconds to 
your handset 

You can also send a polyphonic tone to you friend by adding 
then number at the end 00 CPOiYTONf S80001 07081234567 


F 


38 0030 


38 0079 


6800,7210,725a 7250,7650 


t vw lord Sumoo terrorizes the country Rogue 
samurai brothers Damage and Kan fight bravely 
but Kan (aNs under Bit spefl of evt The samurai 
code demands here* rescue’ Challenge toe hordes 
of undead to save you brother 1 
Code 420108 


& 


38 0010 

The service requires 
a compatible Nokia 
hantet of series 3330 
34105210 or 5510 


TOP HITS 


3 

ROCK YOUR BODY Justin Timberlake 

182383 

S80499 

BRING ME TO LIFE Evanescense 

182376 

5804V8 

ONE STEP CLOSER linkin Park 

180465 

580487 

X’ Gon’ Give It to Ya - DMX 

182364 

5803/5 

SING FOR THf MOMENT Eminem 

182347 

S80*48 

SOMEWHERE 1 BELONG • Linkin Park 

1823S5 

S&03*0 

CHEEKY SONG Cheeky Girls 

182338 

580333 

CAN T STOP Red Hot Chili Peppers 

182322 

S8U3lO 

IN DA CLUB - SO Cent 

182343 

58032V 

LOSE YOURSELF - Eminem 

182268 

580280 

SCANDALOUS - Misteeq 

182384 

5803V4 

SEED 2.0 - The Roots 

18238S 

5803o/ 

DANGER! HIGH VOLTAGE Electric Six 

182287 

58U2&V 

UNDERNEATH YOUR CLOTHES - Shakira 


5804VO 

NOT GONNA GET US - 1.A.T.U 

182286 

58028b 

BY THE WAY - Red Hot Chili Peppers 

182143 

5804/4 

CATCH • Kosheen 

182146 

580482 

KISS KISS Holly Valance 


580476 

TV/FILMS 


■SB 

SIX FEET UNDER 

182387 

580497 

CHARLIE’S ANGELS 

180969 

580424 

DEMPSEY b MAKEPEACE 

180860 

580404 

HITCHCOCK THEME 

180515 

580402 

WOOOY WOOOPECKER 

180358 

5804U0 

BATMAN (original theme) 

180893 

580423 

ROCKY (Gonna Fly Now) 

180311 

580076 

JACKASS 

181308 

580147 

TERMINATOR 

180522 

S800V8 

KNIGHT RIDER 

180171 

S80048 

GH0ST8USTERS 

180342 

580002 

20th CENTURY FOX - Opening fanfare 

182113 

580010 

STAR WARS 

180249 

S80G08 

ALWAYS...BRIGHT SIDE OF LIFE 

181307 

580001 

AUSTIN POWERS 

182348 

580337 

HALLOWEEN 

180138 

580160 

EXORCIST 

180217 

580003 

JAMES BOND 

180194 

580279 

GAMES 


Hi 

COMMAND b CONQUER - PC 

181143 

580358 

INTERNATIONAL KARATE Commodore 

180376 

580291 

METAL GEAR SOLID 2 - PS2 

182056 

580284 

BATTLEFIELD 1942 - PC 

182135 

580119 

SUPERMARIO Nintendo 

180507 

580009 

HALO XBox 

182107 

580360 

FINAL FANTASY VII - PC 


580367 

SILENT HILL 2 • PS2 


580368 

WING COMMANDER ■ PC 


580370 

RETURN...CASTLE WOLFENSTEIN - PC 

181257 

580366 

MORTAL KOMBAT - SNES 

182117 

580364 

HITMAN 2 • PC 

182171 

580361 

SUPERMARIO SUNSHINE - Gamecube 

182211 

580148 

DOOM pc 

180872 

580133 

SOUL CALIBUR Dreamcast 

181118 


BUBBLE BOBBLE C64 

180371 

580123 

B0U10ER0ASH - Commodore 64 

180366 


WAR CRAFT • PC 

180871 


RETRO b MOOERN CLASSICS 



STAN - Eminem 

180169 

580478 

UNFORGIVEN - Metallka 

180187 

580444 

WHAT IS LOVE - Haddaway 

180204 

580472 

AROUNO, AROUND ATC 

180158 

580470 

BOHEMIAN RHAPSOOY • The Queen 

180295 

580495 

LIGHT MY FIRE - The Doors 

180059 

580492 

CLEANIN OUT MY CLOSET - Eminem 

182125 

580022 

DILEMMA Nelly 

182239 

580237 

WITHOUT ME - Eminem 

182222 

580110 

03 BONNIE b CLYOE Jay-Z 

182267 

580233 

CALIFORNIA LOVE - Tupac 

180188 

580017 

NOTHING ELSE MATTERS Metallica 

182229 

580192 

THE LOGICAL SONG (RAMP) Scooter 

182119 

580151 

SINCE YOU'VE BEEN GONE Rainbow 

182362 

S80355 

THE ENO - The Doors 

182363 

580356 

GANGSTA’S PARADISE - Coolio 

180765 

580034 

LOSE YOURSELF Eminem 

182268 

580280 

CAN’T STOP - Red Hot Chili Peppers 

182322 

580310 

DILEMMA Nelly 

182239 

580237 


Please, check that your phone is compatible to take poly¬ 
phonic ring tones. If unsure, please, go to www.fun4me.com 
Polyphonic ring tones are also available on selected Sony 
Ericsson ja Siemens handsets. 


90t oioro moo at- 



m can also call 
our amc aimer= 


0906 515 0500 


...for your new ring tone or logo, just follow the simple steps 
and we will send you the selected product within seconds 
The service is available on selected Nokia handsets in England 
Scotland, Wales and Northern Ireland. Calk cost El.SO/mmute 
Please ensure that owner of subscription accepts order 


The network operator will charge you for each sent message, so be sure to be careful with the spelling of your orders. The service is charged at £1.50 per received mobile originated SMS for T-Mobile and at £1.50 per sent mobile 
terminated SMS for 02,Vodafone and Orange. Three SMSs are required to deliver most items. You will need a mobile subscription for the above operators in England, Scotland or Wales. The service is open to users 16 and above 
Please ensure that owner of subscription accepts order.Send us feedback: infos fun4me.com or Mobile Avenue, PO Box 3667, London NW1 OAP 




















































































































































































HAVE 
YOUR SAY! 

YOU WAN NIT, 

YOU GOT IT 

As regular readers will know, we print 
these fascia inlays on a monthly basis 
so that you can spruce your 
GameCubes up with something other 
than a standard GameCube logo or 
that naff picture disc that Nintendo 
gave away with the Metroid packs. 
From next month onwards though 
we thought it would be a good idea 
to feature something other than 
game art. What would you like to see 
on these fascias? Famous Nintendo 
games designers? The CUBE team 
in stupid poses? Gary with his 'meat' 
out to dry? Byron with a hanky? Miles 
with a mullet? Tell us what you want, 
and we'll try our best to provide. 

To start you off, here are a few 
options. Just email Chandra at the 
usual address with the pictures you 
most want to see! 


^ Gary hanging his meat out 
I to dry. don't ask 

2 Byron caressing his hanky 
like a crazy fool 

W mysteriously shocked 

4 Miles flaying his mullet 
to a weeping guitar 

5 Steph giving us the chilling 
designer stare 

6 Shigeru Miyamoto pulling a 
crazy face 


rrrrrrrrrrrrrrrrrrrrrr 


So many ways 
to kill someone, 
and so little time. If s 
tough being a top-notch 
Capcom producer... 

Capcom's third Production Studio 4 offering is due to 
be shown in playable form for the very first time in a 
month's time at the Tokyo Toy Show. To celebrate, here 
are three bits of Killer 7 art to spruce up your GameCube 
with. Come on, admit it - your GC was looking a bit too 
fluffy just recently. Treat it to some pure 

FEEUNG LEFT OUT? 

Sadly you can't get hold of the Fascia 
issues anymore, but if you really need 
one just email us and we'll try our 


I Offer onty * jlid on redemption of 


1 Voucher redeemable * a** MM 
ware M the UK or C*v 
} Ttw voucher « not recoverable and 
a not eKhanfeabie for cm h. 

* Thtt voucher » redeemable .gaunt 
GameCube game* onty 
3 Only one voucher may be taed per 


l Thfc offer may be wfchdr 


■ Thlt vouchee n vabd untM 
10 September J001 


www.game.uk.com 


Y GAMF PRIOFO FRR RR OR 


EUROS 7 OFF WHEN YOU SPEND EUROS 44.99 OR MORE 
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gamestation 

where it's never game over... 

The LARGEST selection of NEW 
and PRE-OWNED games, consoles 
and DVDs... 



VIS 



MAIL ORDER 
0845 345 0335 


STORES NATIONWIDE 

FOR YOUR NEAREST STORE 
CALL: 0870 112 1111 



www.gamestation.co.uk 



Revolutionary voice recognition technology! 
Jokelines that talk back to you ■ just like a 
real conversation 


1. Sex Survey 

- How randy are they? 

2. My Daughter's Pregnant 

- and you're tne father 

3. Internet Porn 

* They’ve been caught surfing hardcore! 

4. STD Clinic 

- they’ve caught a dose! 

5. It's the Inland Revenue 

- we'd like a word, please' 

6. Drugs Survey 

- do they know more than they should? 

7. Model Idol 

- they're selected tor the first round! 

8. Win a Million on TV 

• they're the guaranteed winner! 

9. Shock US Radio Show 

- and they're live on air* 

10. Sewage Plant 

• we're building one next door. 

♦ MANY MORE 


Still 

onw 

£1/min 





* 




* 
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Gameboy Advance SP 
In Stock Now '! 


?! OVER 1500 PRODUCTS ONUNE RIGHT MOW V? 

WWW.NEWAGECONSOLES.COM 


(open •oonicrawtoy star* New Store Now Open 80 NorthStreet 
C^.Jggfc.0. Brighton BN^,ZA^Tel|^73 749 788 

Please call for^latest "games & prices 


WIND UP CALLSI 

THE ORIGINAL & BEST LISTEN-IN WIND UPS! 


CHOOSE FROM - 

1. TV Escort 

2. Stammering Caller 

3. Telephone Date Reply 

4. Recruited For Army 

5. Madam’s Unpaid Bill 

6. Date With Male Star 

7. You’ve Scratched My Car 

8. Irritating Lost Friend 

9. Daughter’s Pregnant 

10. Escaped Vulture 

11. Irate Delivery Driver 



The computer 
will dial your 
victim and then 
you can listen 
in on the line 
as they get 
wound up! 




09067 555 159 

WINDUPCALLS.COM. Box 220. M27 OWR. Calls cost 75p/min. 
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Your complete at-a- 
glance guide to every 
game CUBE has 
ever reviewed since 
the dawn of time. 
Now that's what we 
call The Directory ! 


^ 1 


GAME NAME 


PLAYERS 

GBA 


REVIEW 


■ 18-Wheeler AM-PRO Trucker 

Acclaim 

In-house 

1-2 

N 

N 

8 

PAL 

4.4 

■ 2002 FIFA World Cup 

EA 

In-house 

1-4 

N 

N 

13 

PAL 

8.2 

■ Ace Golf 

Eidos 

Telenet Japan 

1-4 

N 

N 

12 

PAL 

8.1 

Agent Under Fire 

EA 

In-house 

1-4 

N 

Iss 9 

7 

PAL 

6.4 

fl Aggressive Inline 

Acclaim 

Z-Axis, 

1-4 

N 

Iss 10 

10 

PAL 

9.1 

B Animal Crossing 

Nintendo 

In-house 

1-4 

Y 

N 

12 

NTSC 

8.5 

■ ATV2 

Acclaim 

Climax 

1-2 

N 

N 

16 

PAL 

8.1 

■ Barbarian 

Virgin 

Saffire 

1-4 

N 

N 

11 

PAL 

4.3 

1 Batman: Dark Tomorrow 

Kemco 

Hot Gen 

1 

N 

N 

20 

PAL 

3.9 

■ Batman Vengeance 

Ubi Soft 

In-house 

1 

N 

N 

6 

PAL 

6.2 

■ Battle Houshin 

Koei 

In-house 

1 

Y 

N 

7 

NTSC 

7.0 

■ Beach Spikers 

SEGA 

AM2 

1-4 

N 

N 

10 

PAL 

8.0 

H Big Air Freestyle 

Ubi Soft 

In-house 

1-2 

N 

N 

14 

PAL 

4.2 

■ Big Mutha Truckers 

Empire 

Eutechnyx 

1 

N 

N 

18 

PAL 

8.3 

■ Black & Bruised 

Vivendi 

Digital Fiction 

1-2 

N 

N 

20 

PAL 

6.8 

■ Blood Omen 2 

Eidos 

Crystal Dynamics 

1 

N 

N 

15 

PAL 

7.7 

■ BloodRayne 

Vivendi 

Terminal Reality 

1 

N 

N 

19 

PAL 

4.0 

B Bloody Roar: Primal Fury 

Activision 

Eighting 

1-2 

N 

N 

6 

PAL 

7.0 

■ BMXXXX 

Acclaim 

Z-Axis 

1-2 

N 

N 

14 

PAL 

4.5 

M Bomberman Generation 

Majesco 

Hudson Soft 

1-4 

N 

N 

8 

NTSC 

8.0 

■ Burnout 2: Point Of Impact 

Acclaim 

Criterion 

1-2 

N 

N 

19 

PAL 

9.3 

■ Burnout 

Acclaim 

Criterion 

1-2 

N 

N 

6 

PAL 

8.4 

■ Capcom SNK: EO 

Capcom 

In-house 

1-2 

N 

Iss 10 

9 

PAL 

8.2 

■ Cel Damage 

EA 

In-house 

1-2 

N 

N 

6 

PAL 

4.3 

B Conflict: Desert Storm 

Sri 

Pivotal 

1-4 

N 

N 

18 

PAL 

8.2 

■ Crash Bandicoot 

Vivendi 

Eurocom 

1 

N 

N 

13 

PAL 

5.6 

■ Crazy Taxi 

Acclaim 

In-house 

1 

N 

N 

6 

PAL 

7.3 

■ Dakar 2 

Acclaim 

In-house 

1-2 

Y 

N 

17 

PAL 

9.0 

■ Dark Summit 

THQ 

Radical 

1-2 

N 

N 

8 

PAL 

6.2 

■ Dave Mirra Freestyle BMX 2 

Acclaim 

Z-Axis 

1-2 

N 

N 

6 

PAL 

7.4 

■ Dead To Rights 

EA 

Namco 

1 

N 

N 

22 

PAL 

6.8 

V Defender 

Midway 

In-house 

1-2 

N 

N 

17 

PAL 

4.0 

■ Def Jam Vendetta 

EA 

AKI 

1-4 

N 

N 

19 

PAL 

8.9 

■ Die Hard: Vendetta 

Vivendi 

Bits Studios 

1 

N 

N 

13 

PAL 

8.2 

■ Disney's Magical Mirror 

Nintendo 

Capcom 

1 

Y 

N 

11 

PAL 

5.9 

■ Disney Sports Skateboarding 

Konami 

In-house 

1 

N 

N 

12 

PAL 

4.6 

■ Disney's Tarzan Freeride 

Disney Int 

Ubi Soft 

1 

N 

N 

6 

PAL 

5.0 

■ Donald Duck: Quack Attack 

Ubi Soft 

In-house 

1 

N 

N 

6 

PAL 

6.2 

• Doshin The Giant 

Nintendo 

In-house 

1 

N 

N 

12 

PAL 

7.4 

■ DrMuto 

Midway 

In-house 

1 

N 

N 

17 

PAL 

5.0 

■ Driven 

Bam! 

In-house 

1-2 

N 

N 

6 

PAL 

7.0 

B Eggo Mania 

Kemco 

Hot Gen Studios 

1-4 

N 

N 

11 

PAL 

5.2 

B Enter The Matrix 

Infrogrames 

Shiny 

1 

N 

N 

20 

PAL 

6.8 

■ ESPN INT Winter Sports'02 

Konami 

In-house 

1-2 

N 

N 

6 

PAL 

6.0 

B Eternal Darkness 

Nintendo 

Silicon Knights 

1 

N 

N 

12 

PAL 

9.3 

B FI 2002 

EA 

In-house 

1-2 

N 

N 

9 

PAL 

7.6 
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® EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 





Adventu re/RPC Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 


GAMES WE’RE GLAD 
GOT CANNED 


Some games that we play in pre-production seem 
crap from the outset. Here are a few games over 
which we breathed a sigh of relief when we heard 
of their demise. These titles prove the adage "you 
can't polish a turd." 


ARMY MEN 



We winced at its malformed spectre on other 
formats and then retched on hearing that the “leper 
of all franchises”, was coming to GameCube. Gladly, 
Army Men ultimately went AWOL 



Developed on PlayStation2, and with seemingly only 
a couple of weeks until production for the 
GameCube, Rally Fusion was sloppily ported. 
Thankfully it never saw the cruel light of day. Phew. 


DEFENDER 



Okay so this one’s a lie - we were genuinely 
miffed to hear of the demise of Bender and co. 
And so close to the release date. Sniff. Apparently 
though it got boring so maybe we got lucky. 


































® EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 
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mm 


GAME NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

GBA 

GUIOE 

ISSUE 

REVIEW 

RATING 

■ Resident Evil: Nemesis 

Capcom 

In-house 

1 

N 

N 

19 

PAL 

7.0 

Resident Evil Zero 

Capcom 

In-house 

1 

N 

N 

16 

PAL 

9.0 

Robotech: Battlecry 

TDK 

Mediactive 

1-2 

N 

N 

13 

NTSC 

8.0 

■ Rockman EXE Transmission 

Capcom 

Akira 

1 

N 

N 

18 

PAL 

8.0 

■ Rocky 

Rage 

Steel Monkeys 

1-2 

N 

N 

1 

PAL 

8.3 

■ Scooby Doo! 

THQ 

Heavy Iron Studios 

1-2 

N 

N 

13 

PAL 

5.2 

9 SEGA Soccer Slam 

SEGA 

Blackbox Games 

1-4 

N 

N 

11 

PAL 

9.0 

■ Simpsons Road Rage 

EA 

Radical Ent 

1-2 

N 

N 

6 

PAL 

7.5 

■ Smashing Drive 

Namco 

Point Of View 

1-2 

N 

N 

5 

PAL 

3.8 

■ Skies Of Arcadia Legends (import) 

SEGA 

Overworks 

1 

N 

lss.20 

16 

PAL 

9.0 

■ Skies Of Arcadia Legends 

SEGA 

Overworks 

1 

N 

Iss 20 

20 

PAL 

9.0 

■ Summoner: A Goddess Reborn 

THQ 

Volition 

1 

N 

N 

17 

PAL 

6.0 

■ Smuggler's Run: Warzones 

Take Two 

Rockstar 

1-4 

N 

N 

1 

PAL 

7.1 

■ Sonic Adventure 2: Battle 

SEGA 

Sonic Team 

1-2 

Y 

N 

6 

PAL 

7.6 

■ Sonic Adventure DX 

SEGA 

Sonic Team 

1 

Y 

N 

20 

PAL 

6.1 

■ Sonic Mega Collection 

SEGA 

In-house 

1-2 

N 

N 

15 

PAL 

8.0 

1 Soul Calibur II 

Namco 

In-house 

1-2 

N 

N 

19 

NTSC 

9.2 

■ Speed Kings 

Acclaim 

Climax 

1-2 

N 

N 

21 

PAL 

6.7 

■ Spider-Man: The Movie 

Activision 

Treyarch 

1 

N 

N 

7 

PAL 

6.0 

■ Splinter Cell 

Ubi Soft 

In-house 

1 

Y 

N 

19 

PAL 

8.8 

1 Spyhunter 

Midway 

Point Of View 

1-2 

N 

N 

7 

PAL 

5.9 

■ SSX Tricky 

EA 

EA Big 

1-2 

N 

N 

7 

PAL 

8.0 

Starfox Adventures 

Nintendo 

Rare 

1 

N 

Iss. 12 

12 

NTSC 

9.4 

■ Star Wars: Bounty Hunter 

Activision 

LucasArts 

1 

N 

N 

15 

PAL 

6.9 

Star Wars: Rogue Leader 

Activision 

Factor 5 

1 

N 

Iss. 2/3 

6 

PAL 

9.1 

■ Star Wars: The Clone Wars 

Activision 

LucasArts 

1-4 

N 

N 

13 

PAL 

6.7 

■ Super Bubble Pop 

Jaleco 

Runecraft 

1-2 

N 

N 

18 

PAL 

5.5 

■ Supercross World 

Acclaim 

In-house 

1-4 

N 

N 

9 

PAL 

4.6 

1 Superman: Shadow Of Apokolips 

Atari 

Sheffield House 

1 

N 

N 

21 

PAL 

6.5 

Super Mario Sunshine 

Nintendo 

In-house 

1 

N 

Iss. 11 

10 

NTSC 

9.4 

Super Monkey Ball 2 

SEGA 

Amusement Vision 

1-4 

N 

N 

16 

PAL 

9.1 

Super Monkey Ball 

SEGA 

Amusement Vision 

1-4 

N 

N 

6 

PAL 

9.0 

■ Super Smash Bros. Melee 

Nintendo 

In-house 

1-4 

N 

Iss 6 

11 

PAL 

8.3 

■ SX Superstar 

Acclaim 

Climax 

1-2 

N 

N 

21 

PAL 

4.8 

I Taz Wanted 

Infogrames 

Blitz Games 

1-2 

N 

N 

11 

PAL 

5.6 

■ Tetris Worlds 

THQ 

Radical 

1-4 

N 

N 

11 

PAL 

4.7 

■ The Sims 

EA 

Maxis 

1-2 

N 

N 

18 

NTSC 

8.6 

fl Tiger Woods PGA Tour 2003 

EA 

In-house 

1-2 

N 

N 

14 

PAL 

9.0 

TimeSplitters 2 

Eidos 

Free Radical 

1-4 

N 

Issl 

11 

PAL 

9.5 

P Tony Hawk's Pro Skater 3 

Activision 

Neversoft 

1-2 

N 

Iss 4 

6 

PAL 

8.6 

fl Tony Hawk's Pro Skater 4 

Activision 

Neversoft 

1-2 

N 

N 

3 

PAL 

9.2 

*k Top Angler 

Xicat 

Sims Co 

1 

N 

N 

21 

PAL 

4.9 

M Top Gun: Combat Zones 

Virgin 

Digital Integration 

1 

N 

N 

10 

PAL 

6.9 

M Turok Evolution 

Acclaim 

In-house 

1-4 

N 

N 

11 

PAL 

6.1 

■ Ty The Tasmanian Tiger 

EA 

Krome Studios 

1 

N 

N 

13 

PAL 

4.8 

■ UFC Throwdown 

Ubi Soft 

Crave 

1-4 

N 

N 

11 

PAL 

6.4 

■ Universal Studios 

Kemco 

In-house 

1 

N 

N 

6 

PAL 

3.0 

■ Vexx 

Acclaim 

In-house 

1 

N 

N 

18 

PAL 

7.0 

■ Viewtiful Joe 

Capcom 

In-House 

1 

N 

N 

22 

NTSC 

8.7 

■ Virtua Striker 3 Version 2002 

SEGA 

Amusement Vision 

1-2 

N 

Iss 10 

8 

PAL 

8.4 

■ V-Rally 3 

Atari 

Eden 

1-4 

N 

N 

21 

PAL 

7.8 

■ Wario World 

Nintendo 

Treasure 

1 

N 

N 

22 

PAL 

6.2 

■ Waverace: Blue Storm 

Nintendo 

NSTC 

1-4 

N 

Iss 5 

6 

PAL 

8.9 

1 Winning Eleven 6 

Konami 

In-house 

1-4 

N 

N 

17 

NTSC 

9.2 

* Worms Blast 

Ubi Soft 

Team 17 

1-2 

N 

N 

7 

PAL 

7.8 

■ Wreckless: Yakuza Missions 

Activision 

Broadsword 

1-2 

N 

N 

15 

PAL 

2.5 

■ Wrestlemania WWE X8 

THQ 

Yukes 

1-4 

N 

N 

12 

PAL 

6.7 

■ WTA Pro Tennis Tour 

Konami 

In-house 

1-4 

N 

N 

12 

PAL 

4.5 

WWE: Crush Hour 

THQ 

Jakks Pacific 

1 

N 

N 

21 

PAL 

6.8 

■ XG3: Extreme G Racing 

Acclaim 

In-house 

1-4 

N 

N 

6 

PAL 

8.2 

■ X-Men 2: Wolverine's Revenge 

Activison 

Genepool 

1 

N 

N 


PAL 

7.0 

■ X-Men: Next Dimension 

Activison 

Exact Ent 

l 

N 

N 

15 

PAL 

5.6 

■ Zoocube 

Acclaim 

Coyote 

1-4 

N 

N 

■■■■■■■ 

9 

PAL 

7.0 
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"Welcome to the party, pal!” 





























































FINAL FANTASY CC 
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©ETLIDIO EVE 


PIUOTAL GAMES 

The developer of Conflict Desert Storm has a sequel in the works, 
but this isn't about the games - this is about what makes Pivotal 
tick. We break down the doors and invite ourselves in... 


SULUTIUN 

k 

®PRDBLEm SOLUED 



SOUL CAUBURII 

The finest beat-'em-up on the face of the Earth hits Europe with a 
whole host of improvements, and an awful lot of moves to learn. 
Luckily then, you'll be able to find them all right here! 


TRUE CRIME 


® T 5 BDT E CERTRin DTV BDV in H UICE 


We could have squeezed this into this issue, but due to it being such 
an intense RPG we decided at the last minute to give it considerably 
more playtime in order to bring you our final judgement. 




HORIZON 


Next Month... Next Month... Next Month... Next Month... 


Forget Vice City because it's not coming to the GC. .. but who cares when we've got 
this? It may have been delayed until November, but that hasn't stopped us getting a 
hands-on with near finished code, and we're feeling truly, truly, criminal. 


PLUS ALL THE LATEST CHEATS, TIPS AND , 
HINTS POP THE BEST GAMECUBE TITLES! { 



Definitive reviews of ALL the latest GameCube titles, including 


/ • ill IIC XIM * 

/ Ul 11^1 Mario Kart 

^® Double Dash!! • 

+* m. ' fc\ LOTR: Return of the King • 

ft* FIFA 2004 

Baton Kaitos • 

v Metal Gear Solid: TS • y 

** \v Came Zero • A§ 

Gladius • /' \ 

DRAGON DRIVE >\ Killer 7 • A 

Panzer Dragoon on the GameCube? Pandora Tomorrow • yaj 
Hmmm ... Harvest Moon • 


TALES OF SYMPHDNIA^V 1 
Who said the GameCube didn't 
have any RPGs? 


SOUL CAUBUR II ^?***^A 

Mitsurugi wins! Namco pummels 
the opposition into a corner... 


















PLAYABLE \ 
GAMECUBE \ 
CHEATS \ 

SKIES OF ARCADIA 
SUPER MARD 
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ONT MISS OUT 


■IM 

FREE 

ujiiijs 


ACTION 

REPLAY 


VIDEO 

DVD 


DISC 


ONE 


a 




m 


DISC 


TWO 


Every month well be 
bringing you a disc packed 
with cheats for the latest 
and biggest games. There's 
no need for fussing around 
entering cumbersome 
codes. You just slip the disc 
into your GameCube, 
select the game you want 
to bust and the relevant 
cheats you want to access, 
then stick the game disc in 
and hey presto - it's all 
sorted! Pretty good, eh? 

Oh, if you've got any 
games in particular that 
you need cheats 
for, just email us 
and you never 
know - it 
may just 
happen. 


Rogue Squadron III 
Urban Freestyle Soccer 
F-Zero GX 


MOH: Rising Sun 


FIFA 2004 




4BS& 




Exclusive footage of the 
games that you'll be buying 
this year, courtesy of a 
lovely little DVD! Next 
month sees a Rogue 
Leader III Special, as we 
put in motion the very 
feature that you've seen in 
this issue. 
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FOR GAMECUBE 


Take your gaming to new levels of fun and excitement with the ultimate 
cheat cartridge for Nintendo GameCube ! Even the odds with infinite 
health, ammo and time, and uncover game secrets with ease. Action 
Replay even lets you play import games. Visit Action Replay s website, 
www.codejunkies.com, where you will discover even more codes. 

Nothing is impossible with Action Replay ! 

• Preloaded with loads of exclusive codes for the latest and 
greatest GameCube games. 

• Totally unauthorized codes and enhancements you wont find 
anywhere else. 

• Easy to update with new codes for new games. 

• Plug and play card - no memory card required for storing 
new codes. 

^ • Unrivalled customer support means new 

codes are usually available from day one of 
a game's release. 


fill Vrtkto 


Eitffl Clwracttn 




THE POWER • BERT THE GAME' 


m 


replay 


' / ofZelda: 

* ^ The Wind Waker 


• Dedicated web site 
™ www.codejunkies.com. 

• Play import games from the US and Japan 
without modifying your console using Datel's 
revolutionary 'FreeLoader 1 technology. 
Intuitive menu system. 

• Stylish, hi-resolution graphics. 

• Easy to use - no technical or 
L programming knowledge required. 


preloapeo wrnt 


Infinite — 


Extro 

Charocten 


Infinite 

flmmo 


AH 

Vetu<les 


EHHAN ceR! 


POWERED 


WORLD* 


Order Online at ( 


FREE DELIVERY 

ON ALL UK MAINLAND ORDERS 


0845 6010015 


Calls charged at low call rate 



I W M 

k 

i4 11 


FREE POSTAGE & PACKAGING ON ALL ORDERS* 










H WORKS GREATjWITHb 
PHflHTflSYiSTflR ONLINE 


£19.99 


£19.99 


Using Ultimate Cheats you can activate 
powerful, totally unauthorised cheats so 
you can do things that even the game's 
programmers never anticipated. 


Ultimate Cheats tor use with Ultimate Cheats tot use with 
Metrold Prime - The Legend ot Zelda~: The Wind Hiker 


Ultimate Cheats tor use with 
Enter the Matrix ■ 


mikim chubs 


iiiimncMns 


HOTUm 




[£19.99 


IC 

11 


Lines open Monday to Friday 8am-7pm, Saturday 9am-3pm. E-mail: sales@codejunkies.com. 

•Free postage and packing on all items delivered to UK mainland only. Please allow 2 to 4 working days for delivery. Other delivery options are available, please call us or check web site for prices Some products may not yet be available Please 
call to check availability We reserve the nght to change prices and special offers without prior notification Prices correct at time of going to press E&OE Prices include VAT Codcjunkies is a trading name of Date! Ltd. Stafford Road. Stone. Staffs. 
STt5 OOG Datel Ltd has been trading since 1983 Gamecube is a registered trademark of Nintendo Inc These products are not endorsed sponsored or approved by Nintendo Actual appearance on some products may vary. 

INTERNATIONAL ORDERS: We ship worldwide - ORDER from www.codejunkies.com or call +44(0)1785 810 826 





































































MISSED AN ISSUE? SEE WHAT 
ALL THE FUSS WAS ABOUT... 

Back issues cost £4.99 each including postage and 
packaging. UK only. Overseas prices available on request. 




r*V II 


^N.03’ 

^iiuCT NUMUEN* 

L.XIS 


f? ISSUE 

SEVENTEEN 

Feature-packed issue that 

» also includes the PAL 
review of Metroid Prime 
and a full solution to 
Resident Evil Zero. Plus 
we go Freeloader crazy - 
all your importing woes 
. ris are at an end! 


ISSUE 

EIGHTEEN 

World-exclusive first play 
of Capcom's super-stylish 
P.N.03 plus a free 144 
page solution to Metroid 
Prime together with full 
colour maps inside the 
magazine, all completely 
exclusive, of course! 



ZELDA i, ^ 


T ISSUE 
^ NINETEEN 

w Comprehensive PAL 
review of The Wind 
Waker plus the lowdown 
on Soul Calibur II. Not to 
•f mention a Sims 

walkthrough, exclusive 
Bf F-Zero CC preview and a 
rwss free Zelda book. 


mr ' 

JPj:f 




7 ISSUE 
I TWENTY 

Two free discs! 

Yes, that's right — 

CUBE s best free gift 
offer ever, plus all the 
news from E3 and a 
[tj first look at Mario 
H Kart: Double Dash!! 

-T Unmissable. 

? ISSUE 
TWENTY ONE 

A massive In-Depth feature 
on the hottest RPC to 
grace the CC, tons of 
footage from E3, and 
an exclusive look at 
the supreme 
Prince Of Persia. 

Nice. 


gp— ISSUE 
JU TWENTY TWO 

RAm* Three huge In-Depth 

features of 007 Everything 
/f Or Nothing, Rogue ^ 

, Squadron III Rebel Syike 

SOUMBwJ and XCRA cartoon.capers 
\ - M with Viewtiful Joe ^view 
|1LJ H and Enter The 
3 hacked to d 






ALSO AVAILABLE... 

gamecubP 

SECRETS, STRATEGIES 

souLjnorjs 




; - 

Xj k Je 


SB OA 


2.1a- I 

. IPPQc 


THE COMPLETE A Z OF OAMECUBE TFS 


OHgk 

w 


SOLUTONS volume 1 

Comprehln5!0®)lutions and guides 
for top GarneCube gairtes .including 
Zelda: The Wind Waker, Metroid 
Prime, Resideiitbwjf&ro, Super 
Monkey Ball and many more 

PLUS! COMPLETE 
SOLUTIONS TO... 

THE LEGEND OF ZELDA: 

THE WIND WAKER only £3.99 

LUIGI S MANSION only £3.99 

METROID PRIME only £3.99 
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FOR CLASSIFIED ADVERTISING IN 



Contact Mark on: 
01202 209308 or 
markmac@paragon.co.uk 






° ®0®0 00© tltlQSji 

u-'- 


Calls to Duta-Console cost CIS 
For roles and 1 



EMAIL' 


WWW. 


inegame \change «. 


MAIL ORDER 
AVAILABLE 


0 -> - 1 

Rica 


PRE-ORDER OFFERS 



CHECK ONLINE 

IjOR OUR LATEST 
CAMECUBE BUNDLES! 
\ C 


£ 29.99 

Fast, secure online ordering D Same day despatch Li Pre order today Pay later Va Trade in your old games Cj Fantastic multi buy offers & 100% satisfaction guaranteed 


S&&M3S r&mcMm&D 

Starfox Adventures 
Super Mario Sunshine 

Lord Of The Rings (Two Towers) 
Baidurs Gate (Dark Alliance) 
TimespUtters 2 
BtoodRayne ;>/«/s many mom..... 

James Bond007 (Nightfire) 

l/exx 

Luigi's Mansion 

Tony Hawks Rro Skater 

Spyro (Enter The Dragonfly) 

Eternal Darkness 

Micro Machines Afina many mom. 
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PAY JUST £7.84 EVERY 3 ISSUES BY DIRECT UEBIT 



FREE PLAYABLE CHEATS DtSC AND 
_ EXCLUSIVE MOVIE DVD . 


09 2 DISCS! h PLAYABLE CHEATS CD PLUS W 


IDCTx UNOFFICIAL NINTENDO GAMECUBE MAGAZINE 


Subscribe to the world's best Nintendo GameCube magazine and not 
only will you save money - over 24% on the newsstand price - but 
you'll also get: 

The latest GameCube developments, unofficial reviews and 
previews of games from Nintendo's big brand names and a huge 
solutions section 

^ Two free CD's featuring interactive game cheats and 

demos every issue! 

■ Each issue delivered direct to your door every month 
A money-back guarantee - change your mind and 
we'll give you a full refund on all unmailed issues! 


To subscribe, just complete 
and return the form, email 
CUBE@cisubs.co.uk or call 
our subscription hotline on 






yT- $ 




SOUL CA L 


























OR PAY JUST £34 FOR 13 ISSOES! 


A VA TA 


682 


FAX: 01458 271146 • EMAIL: CUBE@CISUBS.CO.UK 

r — — — — — — — — — — ~ — — — — — — — — — — — — — — — — — - 

j YES, I WOULD LIKE TO SUBSCRIBE TO CUBE 


PERSONAL DETAILS 

Your name 


Address 




Post code 

Email 

Phone number 

Date of Birth 


SUBSCRIPTION AS A GIFT 

Name 

Address 


Please return this order form or a photocopy of It 
together with your cheque/PO (If applicable) to the 
p u bT isS in g Allowing address: Paragon Publishing Ltd, FREEPOST 
NATWI809 (Customer Interface), 

SOMERTON, TAI I 6ZA 

From time to time. Paragon sends out news about exciting new products and 
opportunities that are of interest to readers. If you do not wish to receive such 
information, please tick this box. □ 

CUBE0323 


PAYMENT DETAILS 
I. Direct Debit 

□ UK only £7.84 every three issues 


Post code 

Email 


Phone number 

Date of Birth 


□ New Subscription 

[ Renewal Subscription 



Instruction to your bank or 
VusS.nS building society to pay by Direct Debit vl / 1 

Please fi8 *1 the form and send it to: Paragon PubWung Ltd Freepost (SWBl 565). PatcNvav Boston BS32 OZZ 


DIRECT 

Debit 



8 | 5 | I | 4 | rjT] 


1111 


I 


PImm pay Paragon PuMtnng Lid Ovett Daton from tn* account <h 


l irtSraiw) tha* thw munjcnon may ramatn wath Paragon PubMmg Lid and. 
if so. datMh we ba pawed on afoctroracafty to my bwAbuiMr^ tocwfy 


I I I I I 1 


i i i i i m 


Bank* and buMng tociatiot may not accapt Oract Date matnjcoom lor soma types of ac 


2. Cheque/credit/debit card 

□ UK £34 for 13 issues □ Europe £52 for 13 issues G World £63 for 13 issues 
C Cheque (£’s sterling made payable to Paragon Publishing Ltd) 

G Visa □ Mastercard i Amex □ Switch [ Delta 


Card number: 


I I 


I I 


' ■ I 


I I | I 


I 


I I 


Expiry date: 

i 1 - l i l 


Issue No: 1 1 

Signed: 


Date: 
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© TAKE A TRIP DOWN GAMING MEMORY LANE 
THEN WEEP 'CAUSE YOU’RE SO OLO 



*<Vfv 


ntunflrowu 


r WHERE TO START with GoldenEyel For a lot of people who grew up with an 

N64 controller in their hands it represents the pinnacle of multiplayer gaming. 
Strange, then, that when it was first announced, people didn't take notice. At first, 
Rare hinted that it was going for realism - you'd only be able to carry two 
weapons around at once, and while the screens looked good, it was just another 
shooter. That was until the press got their hands on it... 














CALL t ME 24/7,^ 

I'VE COT WHAT YOU NEED! 




3 

•n#i 


Providing Every Cheat You'll Ever Need 


[CHEATS 






A SIMPLE CALL AND 
YOU'VE COT THE CHEAT 


UNLIMITED 


% 



IT OP WALK THROUGHS PLUS OVE R/ /M'l'I'Jl CHEATS & Tl 


Desert Storm (Conflict) 
Enter the Matrix 
Evil Dead: Fof Boomstick 
Falcone Into Maelstrom* 

Halo 

Hitman 2: Silent Assassin 
I Jones: Emperor s Tomb 
Lord of Rings. Fel of Ring 
More Griffin Bnty Hunter* 
Matrix (Enter the) 
Midmgnt Club 2 
Pirates of the Caribbean 
Project Ego* 

Project Gotham Racing 
Return to C. Wolfenstein 
Rocky 

Roller Coaster Tycoon 
Sega GT 2002 
Sims 

Soldier of Fortune 2 

Splinter Cell 
The Great Escape* 

The Italian Job* 

The Thing 
XGRA* 

Plus Many More... 


eg™ 


Advance Wars 
Aggressive Inline 
Alleyway 

Drogonball Z: l.Goku 2 
Hercules 

Kuru Kuru Kururin 
Metroid Fusion 
Po kern on Blue 
Pokemon Crystal 
Pokemon Gold 
Pokemon Red 
Pokemon Ruby 
Pokemon Sapphire 
Pokemon Silver 
Pokemon Trading Cord 
Pokemon Yellow 
Pro Concept Racing 
Top Gun: Combat Zones 
Top Gun: Firestorm Adv. 
Yu Gi Oh!: World Edition 
Zelda: A link to the Post 
Zelda: Links Awake. DX 
Plus Many More... 


Donald Duck: Quack Att 
Goldeneye 

Mario 64 

Mario Party 2 

NBA Live 99 

Super Smash Brothers 

Turok: Dinosaur Hunter 

Yoshi's Story 

Zelda Ocarina of Time 

1080 Snowboarding 

Plus Many More... 


Aliens vs Predator: Ext.* 
Angel of Darkness 
Blade 2 

Def Jam Vendetta 
Devil May Cry 
Devil May Cry 2 
Die Hard: Vendetta 
Drogonball Z Budokai 
Dynasty Warriors 4 
Enter the Matrix 
Escape Monkey Island 
Evil Dead: Fof Boomstick 
FIFA 2003 
Final Fantasy 10 
Futurama* 

Getaway 
Gran Turismo 3 
Grand T Auto: Vke City 
Grand Theft Auto 3 
Half Life 

Harry Potter C.of Secrets 
Heodhunter 

Hitman 2: Silent Assassin 
Hulk 

I. Jones: Emperor's Tomb 
Jak & Daxter 
Jomes Bond: Nightfire 
Jurassic Park Op Genesis 
Lora Croft Ang of Dark 
LMA Manager 2003 
Lord of Rings Two Towers 
Matrix (Enter the) 

Max Payne 

Medal of Honor Frontline 
Metal Gear Solid 2 
Midnight Club 2 
Mori.Kombat: Deadly All 
Onimusha: Warlords 
Premier Manager 2002 
Primal 

Ratchet and Clank 

Reign Of Fire 

Res Evil Code Veronica X 

Resident Evil: Dead Aim 

Return to C. Wolfenstein 

Silent Hill 2 

Silent Hill 3 

Sims 

SOCOM: US Navy Seals 

Spiderman The Movie 
Splinter Cell 
SSX Snowboarding 
Starsky & Hutch 
State of Emergency 
The Getaway 
The Great Escape* 

The Sims 

The Thing 

Time Splitters 2 

T. Raider: Angel of Drk. 

Tony Hawk s 4 

V Rally 3 

Wolfenstein, Return to 
WWE Smackdownl S.Y.M. 
XGRA* 

X-Men 2: Wolverine's Rev 
Plus Many More... 


• OVER 10,000 CHEATS 
AVAILABLE 

• THE LATEST CHEATS 
ADDED EVERY DAY 

• COMPILED BY GAMING 
EXPERTS 

• 100S OF QUALITY 
WALKTHROUGH GUIDES 


Leg. of Zelda: O of Time 
Leg. of Zelda: W. Waker 
Legends of Wrestling 
Legends of Wrestling 2 
Lord of Rings Two Towers 
Lord of Rings: Fel. of Ring 
Lost Kingdoms 
Lost Kingdoms II: Rune 


A = 0 1 Driven Leg. of Zeldo: O of Time 

A Goddess Reborn Driver 3* Leg. of Zelda: W. Waker 

Ace Golf E = 05 Legends of Wrestling 

Agent Under Fire Eggo Mania Legends of Wrestling 2 

Aggressive Inline Eighteen Wheeler Lord of Rings Two Towers 

American Pro Trucker End Game Lord of Rings: Fel. of Ring 

Animal Crossing Enter the Drogonfly Lost Kingdoms 

ATV Quad Racing 2 Enter the Matrix Lost Kingdoms II Rune 

B = 0 2 ESPN Int Winter Sports'02Luigi's Mansion 

Baldur's Gate Dark All. Eternal Darkness M = 1 3 

Batman Vengeance Evolution (Turok) Modden NFL 2002 

Batman: Dark Tomorrow Evolution Skateboarding Magical Mirror 

Battle Houshin Extra Large Shrek Mario Parly 4 

Battle, Sonic Adventure 2 Extreme G 3 Mario Sunshine 

Battlecry, Robotech F = 06 Mat Hoffmans Pro BMX 2 

Beach Bandits, R Power FI 2002 Matrix (Enter the) 

Beach Spikers Fantasy Star Online 1 & 2Medal of Honor Frontline 

Big Air Freestyle Fellowship Of The Ring Mega Man Network Tran. 

Black and Bruised FIFA 2002 & 2003 Men In Black 2 Alien Esc 

Blood Omen 2 FIFA World Cup 2002 Metroid Prime 

BloodRayne Fighting Live Micro Mochines 


R = 1 8 The L. of Zelda: W.Waker 

Rayman 3 The L.of Zelda: M. Quest 

Reckless: Yakuza MissionsThe L.of Zelda: Oc. Time 


Reckoning • Hunter 
Red Card Soccer 2003 
Red Faction 2 
Reign Of Fire 
Resident Evil 
Resident Evil 2 


The Matrix 

The Reckoning Hunter 
The Scorpion King 
The Simpsons: Road Rage 
The Sims 
The Two Towers 


| PlayStation^ 


Big Air Freestyle Fellowship ' 

Black and Bruised FIFA 2002 & 2003 Men In Black 2 Alien Esc. 

Blood Omen 2 FIFA World Cup 2002 Metroid Prime 

BloodRayne Fighting Live Micro Mochines 

Bloody Roar: Primal Fury Fire Blade Minority Report 

Blue Storm - Wave Race Fox McCloud StarFox Adv Monsters Inc. Scr. Arena 


Resident Evil 3 Nemesis Theme Park Adventure 
Resident Evil Zero Throwdown UFC 

Rev. of Flying Dutchman Tiger Woods 2004* 

Rise of the Akkadian Tiger Woods Golf 2003 
Robotech: Battlecry Time Splitters 2 

Rocket Power Bch Bandits Tom Clancy: Ghost Recon 
Rocky Tom Clancy: Sum of Fear 

Rogue Leader Tom Clancy's Splinter Cell 

Rune 1 & 2 Tony Hawk’s 3 & 4 

S = 1 9 Top Gun: Combat Zones 

Sanity's Requiem True Crime: Streets of LA* 

Scooby Doo: 100 Frights Turok: Evolution 
Scorpion King Ty the Tasmanian Tiger 

Scream Arena Monst. Inc U = 2 1 


txeox- 


BMX XXX Freedom Fighters* Mort.Kombat: Deadly All. 

Bomber man Generation Freekstyle MX Superfly 

Bond 007: Nightfire Freeride * Tarzan Mystic Heroes 

Bond: Agent Under Fire Frontline (M. of Honor) N = 1 4 

Bounty Hunter: Star Wars G = 07 NASCAR Thunder 2003 

Burnout Galidor D.of Outer Dim.* NBA 2K2 & 2K3 

Burnout 2 Point of Impact Gauntlet: Dark Legacy NBA Courtside 2002 

C = 0 3 Ghost Recon NBA Live 2003 

Capcom vs. SNK. EO Goddess Reborn NBA Street 

Cosper Spirit DimensionsGodzilla: D all Monsters NBA Street Volume 2 
Cel Damage Grand Heat Burnout Need for Speed H.Purs.2 

Chamber of Secrets Groove Adventure Rave Nemesis (Resident Evil 3) 

Clone Wars - Stor Wars H = 0 8 Network Transmission 

Combat Zones Top Gun Harry Potter C.of Secrets Next Dimension: X-Men 
Conflict: Desert Storm Hitman 2: Silent Assossin NFL Blitz 2002 
Crash Bandicoot Hoodlum Havoc NFL Q back Club 2002 

Crazy Taxi Hot Pursuit 2 NHL 2003 

Crush Hour (WWE) Hot Wheels: Velocity X NHL 2004* 

D = 04 Hulk NHL Hitz 2002 

Dakar 2 Hunter: The Reckoning Night of 100 Frights 

Dork Alliance (B's Gate) 1 = 09 Nightfire 

Dork Legacy Ikaruga 0 = 15 


Sega Soccer Slam 
Shrek: Extra Large 
Silent Assassin 
Simpsons: Road Rage 
Sims 


Ult.F.Champ: Throwdown 
Ultimate Muscle 
Universal Studios Adv. 

V = 2 2 

Velocity X - Hot Wheels 


Skies of Arcadia Legends Vendetta: Die Hard 

Smugglers Run 2: Warz. Vexx 

Sonic Adv. 2 Battle Virtue Striker 3: V. 2 

Sonic Adventure DX V-Rally 3 

Sonic Mega Collection W = 2 3 

Soul Calibur 2* Wario World 


Crash Bandicoot 
Crazy Taxi 
Crush Hour (WWE) 

D = 04 

Dakar 2 

Dark Alliance (B's Gate) 
Dark Legacy 


Virtue Striker 3: V. 2002 
V-Rally 3 

W = 2 3 
Wario World 

Speed Kings Warzone, Smuggler's Run 

Spiderman The Movie Wave Race: Blue Storm 
Spirit Dimensions Wind Waker 

Splinter Cell Wolverine's Revenge 

SpongeBob S'Pants: RFD World Cup 2002 
Spy Hunter Worms Blast 

Spyro: Ent.the Dragonfly Wrath of Cortex 
SSX Tricky Wreckless Yakuza Miss. 

Stor Wars: Bounty Hunter WWE Crush Hour 
Star Wars: Clone Wars WWE Wrestlemania X8 
Star Wars: Jedi Knight 2 WWE Wrestlemania XIX* 
Star Wars Rogue Leader X = 24 

Starfox Adventures X-Men 2 Wolverine s Rev 
Sum of All Fears X-Men: Next Dimension 

Summoner Goddess Reb XGRA* 

Super Bust-A-Move 2* Z = 2 6 

Super Mario Sunshine Zapper 
Super Monkey Ball 1 & 2 Zelda: Master Quest 
Super Smash Bros Melee Zelda: OcaHna of Time 


Dork Tomorrow Batman Incredible Hulk 


Darkened Skye* 

Dave Mirra BMX 2 
Dead to Rights 
Deadly Alliance 
Def Jam Vendetta 
Defender 

Desert Storm (Conflict) 
Destroy All Monsters 
Die Hard: Vendetta 
Dinosaur Planet (Starfox) 
Disney Sports Football 


Int. Supersfor Soccer 2 


NHL Hitz 2002 
Night of 100 Frights 
Nightfire 

0 = 15 

Ocarina of Time: Master 
Ocarina Of Time: Zelda 


Disney's Magical Mirror Kinnuku Man 2-Yo 


Int. Superstar Soccer 3* 007 Agent Under Fire 

Int. Winter Sports 2002 007 Nightfire 

Italian Job* Outlaw Golf 

J = 1 0 P = 1 6 

J Bond Agent Under Fire PN. 03* 

J.McGrath's S'cross World Poc-Mon World 2 
James Bond Nightfire Paris-Dakar Rally 2 
Jedi Knight 2 Phantasy Star Online 

K = 1 1 Pikmin 

Kelly Slater's Pro Surfer Point of Impact 

Primal Fury Bloody Roar 
Q = 1 7 


Donald Duck: Quack Att 
Doshin the Giant 
Dr. Muto 


L of Kain: Blood Omen 2 Quack Attack 

L.of Zelda: Master Quest Quad Power Racing 2 


Superman: Apokolips 
Swingerz Golf 

T = 2 0 
Tarzan Freeride 
Tarzan Untamed 
The Fellowship Of Ring 
The Hulk 
The Italian Job* 


Zelda: Wind Waker 

Zoocube 

0-9 = 2 7 

007 Agent Under Fire 
007 Nightfire 
18 Wheeler 
2002 FIFA World Cup 

Plus Many More... 
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AGED 16 OR OVER, CALL THIS NUMBER NOW 


000(33 00 © i ty 


AGED UNDER 16, CALL THIS NUMBER 

im 

CALLS TO THE ABOVE NUMBERS COST ONLY 60p PER MINUTE 

NON-UK CALLERS:+ 44 700 590 7575 
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Please ensure you have permission from the bill payer before colling Each call to the under 16's number will cost no more than £3.00, and will end at 5 minutes Mobile phone cal! charges may vary. 
All logos and game titles are trademarks of their respective companies. Details are correct at time of going to press/Information for forthcoming releases is added as soon as it becomes available, this 
is usually before the release date Please put any comments or questions in writing to Interactive Tekom Ltd. 8 Grants Walk. PL25 5AA. or email custserv<§>cheotsunlimited. com, or call our 

‘- 24hr Customer Service: (Freephone) 0800 081 6000 - 









Typical racing games give you 100% tunnel vision... 8% is enough. 

8% of World Racing consists of challenging tunnel rides that offer the same cruising radius as conventional tube engine based racing games. The remaining 92% gives you 
the drive of your life right across the Earths continents. You decide when and where you leave the road to take a daredevil shortcut, because with the 3D- Landscape- 
Engine you can theoretically reach every location in the game. 


Enjoy 117 different tracks throughout 7 huge, fully accessible, 3D environments (Nevada, Japan, Mexico, Australia, the Alps, the Gty and the Test Centre) each at up to 
6 km 2 ! Test your skills in the wide variety of the 48 missions and racing in single player and multiplayer modes! * Experience more than 100 original Mercedes-Benz 

cars including A to S classes, racing, vintage and prototype models! ► Discover the characteristics of each 
car, defined by 150 original data parameters supplied by Mercedes-Benz! ► Choose a character to both 
store your profile and follow your progress through the championship! Challenge your friends in the split 
screen multi-player mode! Adjust the handling of each car from arcade to simulation to test your skills! 
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NINTENDO OAMECUU IS A TRADEMARK Of NINTENDO PlayStation and PlayStation logoi ara ragiatarw tradamarta ot Sony Cam*** Enwruinmam. I HfccroaoT. "Xbcx and iho Xbo. logo* art r***®r*d 



































